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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 





t is with no small amount of pleasure 
ІЗ and pride that Edge presents the first 
image of Sony's next-generation PlayStation, 
replete with front-loading DVD drive and 
bizarrely Nintendo-esque joypad. 

Actually, no, that's a load of rubbish. The 
machine pictured above is in fact what the 
original PlayStation would have looked like 
had Sony continued its partnership with 
Nintendo to produce a CD-driven version of 
the SNES (the deal between the two 
companies having fallen apart in the early 
"906), taken from Digital Dreams, а 
fascinating publication featured this month 
on p146 which chronicles the work of Sony's 
prolific consumer hardware designers. 

Admit it, though: for a moment there your 
eyes were transfixed as you scanned the 
console's fine lines to get a handle on how 
Sony intended to lead videogaming into the 
next generation. But this is what new slabs 
of technology do to us. We like to fill our lives 
with shiny new objects to enrich our leisure 
time. They fascinate us. We are obsessed. 

Sega wants a slice of your obsession, 
and on September 23 it will begin dangling 
the UK iteration of its 128bit Dreamcast 
format under your noses. 

Traditionally it's not Edge territory to 
offer recommendations on potential 
hardware purchases, but in this case an 
exception has been made - if only to stop 
you buying the late-'90s equivalent of a 3DO 
or Jaguar. If you haven't already bought a 
Dreamcast on import, get Edge's spin on 
sega's great white hope in this month's 
feature beginning on p52. 

Talking of spins, isn't that Sonic on this 
month's cover? Honestly, despite all this shiny 
new tech, some things just never change. 
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The latest news from the world of interactive entertainment 





DEVELOPERS BUOYED AS SONY'S NGPS ROADSHOW HITS UK 


Sony's DevCon '99 provides Euro devcos with their first glimpse of its 128bit console at work 


INDIE REPORT 
CAUSES STIR 


‘Currently Sa AULA 
` cost ¥5,800 (£32) but NGPS titles 
will retail at ¥B,000 (£45), 
Four new titles and seven 


upgraded PlayStation games 

will launch with the console 

.' Hard fact or speculation? 
ОА bit of both, surely 
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evCon '99, Sony's first official next-generation 
D PlayStation presentation in the UK, took place on 


August 12 at the Shrigiey Hall Hotel in Cheshire, Held over two 
days, around 100 of Europe's premier developers were 
nvited, inctuding Argonaut, Lionhead, Core and Bullfrog. 

“Everyone was enthusiastic, although there were very few 
questions,” one industry source told Edge. “Until they get dev 
kit, developers don't really know what questions to ask. But 
when it's out, it will be the other extreme altogether" 

"The whole point of DevCon was to allow people to take a 
step back and think how they are going to approach it," said 
Paul Holman, SCEE's director of technology. "We tried to 
provide а whole picture of the system." 

One piece of information to surface was that no опе is 


allowed to refer to the system as "PlayStation 2’. Instead it 


a 


must to be termed the ‘next-generation PlayStation’. “There 
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is a name bandied around, but Sony won't tell anyone 
outside of Japan,” said one insider "But whatever it's called, 
It certainly won't be PlayStation 2” 


Simulating the next generation 
Each day берап with technical demonstrations from Sony 
Europe's research teams, These were followed бу 
presentations from middleware vendors, while there wa 
an exhibition area where initial builds of next-generation 
PlayStation dev kits were running demos. Sony also handed 
Out copies of Cygnus' software-only simulation package. 
Although not in the range of real hardware, it allows 
developers to test the major functionality within games. 
One of the most impressive presentations came from 
Criterion Technologies — it showed its Renderware 3 graphics 


engine. às used in the extreme racing game Trick Style, on 





Criterion used its Renderware 3 technology at Devcon '99 to run a next-generation PlayStation build of futuristic 
hover racer Tríck Style (Dreamcast shot, above), hammering home its message of commitment to 128bit formats 
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Sony's Phil Harrison wants the company's next machine 
to reach as wide a userbase as possible, not just gamers 





not fully optimised, it proved that developing games for the 


System should not be as difficult as some have suggested 
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"We will have a beta version of Renderware out at the 


start of September for the Japanese market," said Mike King, 
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instructions, one developer told Edge All that kind of stuft 
can be measured exactly on NGPS. It has fancy hardware that 
can tell how many clock cycles this routine took and how 


many cache hits it made. The real hackers who need to tune 





Kessen (main) and A6 (top) are two confirmed NGPS titles, although Euro devcos have coders 


Liverpool-based Rage is already hard at work 
on a title. Having linked up with its Japanese 
publisher, the company has shipped coders to 


But з majority of UK develop yg f Tokyo, where Imagineer's NGPS dev kits await 
i title. Having linked up with its Japanese pul iginear Reaching out for the non-gamers 
the company has snipped programmers to Tokyo, where they Sony representatives were also present at the Hot Chips 


have started coding using Imagineer's development kit 
"The optimisation of the code is proving to һе very 
Interesting, because the system is massively parallel," said 


John Heap, Rage's IT manager. "However, we have got 


conference heid at Stanford University 
SCEI president Ken Kutaragi, Sony's vice president of R&D, 
Phil Harrison, showed new technical demos highlighting the 


tical power of the NGPS. He also revealed some of Sony's 


in Japan for their own games. Sony's Website (top right) will stream NGPS footage from TGS 





Another revelation 

at the Hot Chips 
conference was that 
Sony's next-generation 
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one of the team's hardest problems has been deciphering the that reach an audience of people not Interested in games," ne 


English manual, which was machine-translated from 


Japanese, with characteristically amusing results. 
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said, fuelling speculation that Sony intends to lever the 


system into the home entertainment market. 
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NINTENDO CLINGS TO ZELDA AT SPACEWORLD '99 


Show leads with 48 games and infamous hardware add-on but no next-generation console developments 
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With Ocarina of Time 'rushed' out in order to appease the N64-owning community, Nintendo was forced to leave а 





Mario Artist (top) will 
encourage 64DD users 
to explore creativity 








few stones unturned - something it is addressing with Zelda: Gaiden, which mixes elements both familiar and new 


fter its non-appearance last 
A year, Spaceworld is Set to take 
place between August 27 to 29. Held at 
Tokyo's Makuhari Messe exhibition 
centre, Nintendo's show is heavily 
skewed towards a young audience, 
with themed areas such as the 
Pokemon Ring Corner and the Smash 
Brothers Tournament Comer expected 
to be popular. Unlike the Tokyo Game 
Show, Spaceworld has no dedicated 
press day, and Nintendo is not 
expected to make any announcements 
about its next-generation hardware, 

The rest of the exhibition hall will 

be organised along hardware lines with 
areas for Game Boy Color, N64 ànd 
Nintendo's 64DD add-on disk drive. 
The highlight of the show, however, |5 


certain to be the follow-up to Legend 


ORGANIZATION J 


Spaceworld "99 is organised into specific areas, highlighting either 
hardware or software, with corners for big titles such as Pokémon 








The long-awaited F-Zero X DD 
will allow users to design and 
save their own tracks to disk 





а stable frame rate. Zelda: Gaigen's 


current release date is scheduled for 
March 2000 in Japan. 

Other №64 highlights will include 
Super Mario RPG 2 and Mother 3, both 
having been switched from 64DD to 


Of the eight announced 64DD titles on display, 
E Sim City 64 and F-Zero X DD have survived the 
launch lineup once mooted for the unit, and the 
software is focused towards the domestic market 


af Zeida: Осаппа of Time. As Edge 
went to press a handful of screen 
shots from Legend of Zelda: Gaiden 
had been released, with Nintendo 
taking trouble to emphasise that the 
title stil! requires a fair amount of work. 
Gaiden translates as ‘side story’, of 
course, Making the game an expansion 
on the N64's Zelda title rather than an 
entirely new experience 

Although the game will now launch 
оп cartridge only (the 64DD version 
having been canned some time ago), it 
will support the N64's 4MD Expansion 
Pak, which Nintendo intimates will 


allow more enemies to be displayed at 


cartridge format, although an 
additional! 5400 release of Mother 3 
material is still expected. 

Of the eight announced 64DD 
titles in display, only Sim City 64 and 
F-Zero X DD have survived the 
launch lineup once mooted for the 
unit. But with the 64DD restricted to 
a Japan-only release, most of its 
software is focused towards the 
domestic market. Yousuke ides Mah 
Jong, for example, |5 a classical 
simulation of the ancient Japanese 
boardgame, while Kyajin No Doshin = 


literally Doshin the Giant — is a Black 
and White-style RPG. 





NEWS 






Nintendo has a varied package lined up for Spaceworld '99, and some of its biggest titles include (clockwise from top left) Mario Party 2, Bass Tsuri, 
Mario RPG 2 (two shots), Mother 3, Custom Robo, Sim City 64 (two shots), Mini Racers, and Kirby 64, most of which will enjoy a PAL release next year 


Looking to the future 

іп other developments Nintendo has 
announced the initial wave of 
rniddleware partners for its next 
generation console. Metrowerks, 
Applied Microsystems and Factor 5 are 
the first hardware and software tool 
companies to sign up for the program. 
Applied Microsystems will design and 


manufacture development hardware, 





program.) Veteran developer Factor 5, 


most recently responsible for Star 





GAMES ON SHOW AT SPACEWORLD 99 


Wars: Rogue Squadron, will provide 
audio tools to coders. 

Developers have also begun to 
announce their plans for Nintendo's 
next machine, with Né4 specialist 
Acclaim confirming that it has started 
work on converting its QuagMire and 
Vista game engines (used in 





while Metrowerks provides a version of 
its Codewarrior software, optimised for 
the ІВМ Gekko chip. (Ironically, it is also 
a partner in Sony's middleware 


Shadowman and sports titles Excitebi 64 і NT Squadron 
respectively) for the console. Acclaim Is 
one of the few UK companies to —— 
possess a first-iteration dev kit. 
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: Squadron  KyoinNoDeshini — — 
Extreme G2 Super Mario RPG 2 Mario Artist: Paint Studio 
Gauntlet Legends Super Robot Taisen 64 Mario Artist: Talent Studio 
Jet Force Gemini Tonic Trouble Sim City 64 
Top Gear Hyperbike Yousuke Ide's Mah Jong 


£5 Kirby 64 


Legend of Zelda: Gaiden Rally Edition ‘99 


SEGA SHIES AWAY FROM PREMIER EURO SHOW 


While Nintendo jets in Shigeru Miyamoto to lend credibility this year's ECTS will miss Dreamcast 


ven before it got underway, the big surprise of this 
[E | year's ECTS was Sega's announcement that it would 
not have a stand at Europe's biggest videogame show. Instead 
it has opted to hold à separate event on the opening day. Cost 
was thought to be one of the main reasons for the decision, 
with Sega of America rumoured to have spent $5 million on 
its presence at E3. The cost of a major splash at ECTS is 
around £1 million. But with its event labelled as à Dreamcast 
‘launch party’, it seems that Sega wishes to specifically target 
the national media rather than the videogame industry. 

Financial diligerice is оп the minds of other game 

companies as well, with Activision, EA, Microsoft and GT 
absent from the show, while big names such as Eidos, 
Infogrames and Virgin/Interplay, until recently renowned for 
throwing their weight around at trade shows, are restricting 
themselves to hospitality suites rather than public stands. 


Instead it's been left to Nintendo and Sony ta maintain ECTS's 


heavyweight credentials Nintendo has made the show а 
priority, with the presence of Shigeru Miyamoto promised. 


SEVEN TO SEE 


Legend of Zelda sequel Zelda: Gaiden Is also expected to be 
make its first appearance outside Japan, albeit most likely in 
video form. Other Nintendo highlights will include Rare's 
trinity of tities and the first two Pocket Monster Game Boy 
releases for the UK market, Pokemons Red and Blue. Final 
Fantasy Vill, Wipeout 3 and Gran Turismo 2 will feature heavily 
on Sony's stand, along with a папам of new NGPS demos 





Codemasters is certain to have a strong show, too, with 
Colin McRae Rally 2, ТОСА 3 and the latest in the Micro 
Machines series being shown behind closed doors. Other 
companies likely to be making news include Blizzard, which 


Turok: Rage Wars (Acclaim) 


Halo (Bungie) 


is set to announce a new high-profile project, and Acclaim, 
which is expected to reveal new development partnerships 
and details of big-name licences it will be bringing to — 
the next generation of consoles, Full report next month. 15 
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BAFTA GAME AWARDS DRAW UPON QUALITY 


Less-is-more approach prevails as industry's youngest gong show approaches 


evelopers have been far more 

| selective in their approach to this 
year's BAFTA interactive Awards. Overall, 
numbers are down, but a spokeswoman 
for BAFTA said it was very satisfied with 
the entries, "It's all about quality, not 
quantity" she told Edge. "Last year 
people were entering a title into five or 
Six categories. But now, they are thinking 
where a title would be best suited." 

There are two main categories in this 
year's awards, Best Game and Innovative 
Game, receiving 20 and 18 entries 
respectively, The official nominations will 
be announced on September 20. 

The growing importance of games in 
the UK's film. and TV industry was also 
highlighted in a BAFTA conference on 
synthespians earlier in the month. One of 
the speakers was Sony studio manager 
Brendan McNamara who discussed the 
impact of the next-generation PlayStation 
on the realism of game characters. 


Opening his presentation with the CGI 


intro Sequence from G-Police 2. he 
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Allas|Wavefront, MetaCreations 
‘and Apple will also be showing off 
new products, Booking details can 
be found at: 





www.computerarts.co.uk 
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Automatically Animated 
Synthetic Character 


A recent BAFTA conference saw Sony singing the praises of synthespians. 
Shame about the loss of detail from source to animated character, though 





commented that the next-generation 


PlayStation would allow such visuals to 
be generated in real time. The computing 
power of the system would also allow 
developers to break out of the 
twodimensional behaviour that many 
game Characters suffer. One example 
McNamara used was the NGPS-bound 
sequel to Sony's still-to-be released 
sports game, This is Football, "We'll be 


able to motion capture Dennis Bergkamp, 
and you will actually play and score goals 
just like Dennis,” he said. 

McNamara aiso touched on the 
success of online games such as 
EverQuest. "We see these game being 
straight opposition to TV" he said 
"People are playing them 50 hours a 
week. They are competing héad- — 


to-head with soap operas.” 


SEGA US CHIEF BAILS OUT 


Key departure rocks boat as Dreamcast approaches 


i1 n a shock move, Sega of America president Bernie Stolar nas left the company 


less than a month before Dreamcast's launch. А terse SOA press release baffled 


the industry announcing the virtually unknown Toshiro Kezuka as Stolars replacement in 


the role of chief operating officer, ending: "Effective August 11, 1999 Bernard Stolar is no 


longer with Sega of America’, Ironically it's riot the first time Stolar has expenenced this 


fate. similar circumstances saw him ousted from Sony prior to the US PlayStation launch. 


Always.a controversial figure, Stolar had been with Sega since 1996. His high-profile 


campaign for Dreamcast was considered by many to have overcome the resistance of 


US developers to Sega following the Saturn debacle. Моге recently, though, he had been 





Bernie Stolar may be $5 million 
richer, but he needs a new job 





outspoken about Dreamcast's Japanese 

launch, calling it a ‘failure’. He suggested 

that he was going to save the company. 
Sega of Japan was known to be 

concerned about his behaviour and 

it's thought that Kezuka-Sari was 

moved from Japan to America expressly 

to keep an eye on him. Sources inside 

Sega said Stolar received a $5m 


ES, 
severance package. (== 
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and Yaw CPU, 
Playsta 
said Epic VP Mark Rein. 


Dreamcast orders halted 
With over 250,000 Dreamcasts 
preordered in the States, US 
retailers including Babbages 
have stopped taking deposits 
on the console, following 
concerns over Sega being 
able to fulfil commitment 

on further numbers, 
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 


First impressions count 
The value of the five-minute hook 


ШІ t тау come as a Surprise, but game 
journos do not spend every waking hour 
joypad in hand (although it has been known for 
them to dream about games). The misconception 
does hide а subtle truth, however journos may 
not spend hours playing each game, but they do 
play a lot of differant games — 20 minutes here, 
ten minutes there, two minutes checking out that 
dodgy demo from Yugoslavia... 

But ask a reviewer how many games they ve 
completed in the past six months and it's a 
different story. There simply isn't enough time 
within the ravages of magazine production 
schedules. This, in turn, generates another myth 
"| can tell how good a game is after a couple of 
minutes,” some will say. And while Edge despises 
lazy evaluations as much as any wronged developer, 
there's some truth in that statement, too, Think 
about the greatest games: Super Mario 44, Gran 
Turismo, Doom, GoldenEye. It was immediately 
obvious they were special. Simply moving around 
in these diverse worlds was enjoyable 

it's а good lesson for devcos, While they 
concentrate оп the entire span of their game, they 
would be well served to concentrate on packing 
enjoyment into the first five minutes af play. Not 


literally the opening 300 seconds, of course, but 
tne way the control and feel of the complete game 
diffuse into those first scenes. It's certainly a fine 
line, Games need to be intuitive, but not obvious 
Information and abilities should be carefully 
introduced throughout the game. Think Legend 

of Zeida and Final Fantasy Vll. 

This isn't just a sop to the ever-widening 
demographics of the market, though. The call 
for games that can be picked up and played 
by your grandparents is, frankly, a spurious 
one. The best developer in the world isn't going 
to get OAPs playing Tekken or ISS '98. Instead, 
the best games should be open to players who 
aren't necessarily fans of that genre. Every time 
Sony gets hardcore RPG freaks or flight-sim 
anoraks playing PaRappa the Rapper, it's a 
victory for gaming in general, Conversely, 
every cloned firstperson shooter released is 
worse than bad news, it's a step backwards 
More than апу other cultural experience, 
games are about creating imaginative and 
enjoyable universes to exist in. And any 
developer whose vision |5 so confused that 
it takes ten hours to share should seriously 
consider changing careers 





If a game is worth it should be 






Edge's most wanted 


immediately obvious. 
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Those preparing to be toasted... 


Ready 2 Rumble Rogue Spear maoan. | Jet Force Gemini 
(DC) Midway (PC) Red Storm (DC/PC) Bioware | (N64) Rare 


This Dreamcast s bruiser | веселу beta сосе nas 
i$ so addictive that rts | seen Edge planning four- 
introduction into Saga squad абзацта that work 
Europe's offices has halted like clackwork, leaving no 
any thoughts of work, A One alive. Shame about 
Punch Gur for the late 905 the nostages, thougn 





Shiny isn't in control of | OfRaresthree big current 
thé follow-up to its cult hit projects, thie has perhaps 


(develapment duties the lowest profile but, 


having fallen to a Canada- conversely maybe the 


based codeshop), but Kurt most potential. Expect 


Hêl remains super cool big crowds for it at ECTS. 
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THE PC'S PREMIER STORY-LED FPS GETS A MISSION-PACK TWIST, WHILE CODEMASTERS GOES 4X4 
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to play as one of the assault team neutralising the Black Mesa facility 
New Weaponry includes the meaty looking pipe wrench, as well as the 
Barnacle: a handheld version of the celling-dwelling a aliens with Io inj 
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Codemasters continues to show а canny knack for signing innovative products from surprising 
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INDEPENDENCE WAR: DEFIANCE FORMAT: РС DEVELOPER: PARTICLE SYSTEMS 
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GO-KART RACING | BATTLEZONE ІІ FORMAT: РС DEVELOPER: PANDEMIC STUDIOS 
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GOO! GOO! SOUND SUPREME SNOWBOARDING FORMAT: PC/DREAMCAST DEVELOPER: HOUSEMARQUE 
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TOY : STORY 2 FORMAT: PS/N64/DC DEVELOPER: TRAVELLER'S TALES 


A free-roaming 3D action platformer, Toy Story 2 is in the (relatively) safe 
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style environments offered бу Deibus' impressive-loaking debut. Hopefully, Rainbow will have sharpened up the ride 


tricks, though, providing proper controls instead of the scripted motions that characterised the title first time around. 
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EA RTHWORM J | М 3D ones FORMAT: NINTENDO 64/PLAYSTATION/PC DEVELOPER: VIS INTERACTIVE 


Опе of gaming s perennial projects, the release date from fast-talking Vis founder Chris van der Kuyl is November, al 
east tor the N64 version. It Should be Tollowed а month or so later by the PlayStation and then PC versions. Gameplay 
5 said to. be less plattormy that originally concerved, the title having been rewritten three times during its development 


Instead, off-the-wall submissions such as herding groups of grannies around а TV have been brought to the fore 
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Another title to suner development delays, /8 


82 5 NOW баск on course. wnie 
ts environments seem b Tail to deliver quita tne amount of detail that was 
once hoped for, it does feature the same strength of storyline as its foredear 


pius, of Course, a raft of 'B0s-styled vehicles and heavy weaponry to die for 
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With а massive land w to Mario Kart, Naughty Dog is attemptin 
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and 8 purported 3 000 animation routines tor each maim character, This 


game certainly has ambition, Infogrames may pick it up for a UK release 
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The original Rockman 


lash may have seemed an exploitative title, 


released merely to give an established character the chance to grab the 


т 


attention of a freshly poly-hunery audience, but it offered moments of 
inspiration typical of developer Capcom. This sequel looks to offer a 
more rounded structure and story while delivering action by the skipload 
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Comics’ superheroes into the realms of 3D. Part of Activision’s long-term content deal with Marvel, 14 characters will 

be playable, including favourites such as Wolverine and Iceman. Activision has recently scaled up the ambition of the 

title = as well as being able to morph into your character's alter ego at certain points, mid-air combat is promised, tao. 
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Nihilistic Software may be a new outfit, but the industry veterans behind it 
are greedily sinking their fangs | 
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Format: PC 


Publisher: Activision 


Developer: Nihilistic Software 


Release: October 


Origin: US 
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Characters are constructed from over 2,000 polygons, and their faces appear in your status bar when they're conversing 
with you so that you can actually see their lips move. Early builds based on the 3D Nod engine look stunning (above right) 


| ormed only last year, the Californian 
Nihilistic Software was assembled бу 
seasoned ideas men Ray Gresko, Robert 
Huebner and Steve Tietze. With a portfolio 
that includes Dark Forces, Jedi Knight, 
Descent, Falcon 4.0 and Starcraft, you know 
you're in esteemed company, so the three 
immediately signed a publishing deal with 
Activision and are currently a month away 
from completing their first title, Redemption. 
It's a red-Diooded roleplaying adventure 
which should set the online communities alight 
for three reasons. First, It abandons traditional 
RPG presentation in favour of an attractive 





Lead level designer Steve Tietze has 
worked on Duke Nukem 3D and Quake Il 





thirdperson perspective, courtesy of the 
proprietary Nod engine; second, Ninilistic plans 
to alter the way multiplayer fa өзү games are 
played over the Net; and third, it's the first time 
a developer has been permitted to tinker with 
White Wolf's precious Vampire brand. 

Behind the dice and the beards, a battle has 
been raging In the twilight zone of tabletop 
make-believe for some time. Advanced 
Dungeons & Dragons may typify American 
swords-and-statistics gaming, but in less than 
eight years the Vampire system has become Its 
greatest rival, the world’s number two best- 
selling pen-and-paper creation. AD&D, like 
competing systems GURPS and Warhammer, has 
been computerised, most recently in the farm of 
Baldur's Gate. Now that Activision's deal has 
secured the Vampire PC licence for the 
foreseeable future, Nihilistic has the chance to 
stamp its mark оп the inevitable series. 

Early builds of Redemption, set in the 
Masquerade continuum and casting you as the 
undead Christof, were unveiled this year at E3 
and, more recently, at Activision's Activate 99 
eyent in Scotland. speaking to Edge at the latter, 
Gresko, president of Nihilistic, summarised his 
design brief: “You'll be playing as an undead clan 


member over a span of some 800 years. Varnpire 





With its innovative 
co-op multiplayer 
design, Gresko 

wants Vampire: The 
Masquerade - 
Redemption to change 
the way computer 
RPGs are played online 





PRESCREEN 





The flexibility of the engine owes much to co-founder Robert Huebner, who 
began his career designing the network capabilities of Interplay's Descent 






ards above the rooftops.” 
Activision has also licensed a Quake map 
editor, and Nihilistic is tweaking it to accommodate 
Nod's features “All the level-editing tools will ship 
with Redemption," claims Gresko. “The design 


nterface will be intuitive and you'll have 










The singleplayer narrative will take you from the medieval 12th-century 
Europe to New York in 1999, via four sprawling street-level scenarios 











is about telling stories. We hope this mmediate access to all our textures and ready- 
will grant a fantastic amc ty for character mades, such as doors and street lamps. our 
development. Christof's adventures will take objective 15 for you to be telling your own stor 


place in four fully 3D worlds, set both in the dark Traditional table-top roleplaying M os 
ages and moder times, and wil! be a classic involves a group of friends participating in a 


party-based RPG." narrative improvised and moderated on the fly 
Medieval Prague and Vienna, plus modem by one of the group, a referee often termed a DM 
London and New York, are being virtually or Storyteller. In all PC roleplaying games to date 


The demo levels looked stunning, with dynamic lighting, fog effects 
and broad open-air vistas putting the Nod engine through its paces 


recreated for the game, and the demonstration —even the multiuser variety — you participate as 
levels look stunning, with dynamic lighting, ТОЁ an individual іп à world run by computerised 


effects and broad open-air vistas putting the rules, Gresko wants Vampire to be different The Vampire system 
incorporates all the 


ШУ 





Nod engine through its paces. jii ion: sessions can take world's undead lore 
Gresko's background is in 3D gaming various forms, Ne explains. "A group of friends (top). There are classic 
technalogy. At Microprose he worked on the will |біп ап adventure remotely but they'll share black-velvet Goths, 
visuals for M Me: -29, Falcon 4.0 and Top. Gun, and the story It'll be flexible because the Storyteller урме ral 
he designed Dark Forces and Jedi miht for controls the world, He can shape the demons and worse 
LucasArts, also providing material for early environment during the game, even talking for 
stages of Grim Fandango and X-Wing: Alliance. the NPCs his friends encounter. He can dish out 
"Our Nod engine is capable of some great rewards after а fight and even tweak the level 
effects,” he asserts. “All the characters are mid-game by adding an extra door or dropping in 
constructed from over 2,000 polygons and have a monster, to keep the game alive. We want it to 
fully articulated faces linked to Nihilistic's lip- become a beautiful, 3D extension of the vampire 
synch technology. We've written hundreds of system, where a group of people who already 
lines of dialogue for them to speak. The control know each other сап play a story they've created 
system is mouse-driven, a little like an RTS far themselves with the help of our tools. p 
interface, and Nod is scaleable — you cari zoom This is the future of online roleplaying." | к=з 
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Bullfrog bounces back to prove that it is still master of the off-beat strategy, | 
by resurrecting its own classic title with an added saccharine rush 





Bullfrog began work on Theme Park World using the Populous: The 
Beginning engine, but soon found it limiting and constructed a new one 


Format: PC/PlayStation 


Publisher: Electronic Arts 


Developer: Bullfrog 


Release: November (PC); 
January 2000 (PS) 


Origin: UK 
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was curbed. The problem with pretenders 
to Theme Park's crown, such as Theme 
Aquarium or Pizza Tycoon, Is that nobody really 
ever fantasises about running an aquarium, let 
alone a chain of pizza restaurants. Theme Park 
is different. Everyone has visited Alton Towers or 
Chessington World of Adventures and wondered 


spinning teacups in order to install another 
rollercoaster. We've all wished for a few more 


It's this kind of exquisitely detailed 3D perspective which best demonstrates 
Theme Park World's significant advances on previous theme strategy games 


dips in the log flume after queuing far an hour 
to experience its pedestrian descent. These are 
healthy, adult desires. Commanding arrnies and 
conquering worlds is all well and good, but 
designing a theme park is the pinnacle of 
videogame wish-fulfilment 

With the original Theme Park (8/10, E11), a 
massive success across a number of formats, 
Bullfrog would have been churlish not to revamp 
the concept for the new generation, Five years 
on and Theme Park World is barely recognisable 
п visual terms from its predecessor. You could 
ask why impressive graphics are necessary in a 
management sim, but here they define Theme 
Park World's unique style and, more importantly, 
they allow you to enter the body of a visitor 
and take a tour of your park in full-blown 3D. 
This includes the ability to ride your own 
rollercoasters, a feature which is undeniably 
inspired, and you can do the same with any of 
the 20 rides featured per theme. 

There is a downside to Theme Park World's 


graphical panache, however. Unlike the original, 











The bottom-left corner 
houses your walkie- 
talkie interface; the 
top-left figure counts 
our cash; and in the 
ottom right sits the 
adviser, dispensing 
nuggets of wisdom in 
a sarcastic Scots voice 
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Theme Park World's online provision is particularly intriguing. In addition to simply posting your completed parks on the site, you can send thirdperson- 
controlled kiddie avatars into other people's parks, ride their rollercoasters and pick up some construction tips for your own endeavours along the way 





Longevity is provided by a system of golden tickets, awarded for 


certain achievements, allowing you to access additional themes 


Mr ore - tnu a ЗА inctallan 


Bullfrog recommends you try a 266 


= gam rdi zl " i j = و‎ EU 4m = rea тч 
a G200 card, That isn't to say there's not a great 


deal to recommend Theme Park Word to the 


ealar veu cumsan: на cranh reum e 
Select VOI eme and get straignt Gown t 
oe as дыр m асы сы ee 
constructing the Dest rollercoaster Ітартпа! 
Ti Ж, 5. = 
p [ — = = 3k x 
В ЕС via d Wd 
* US 
a crean g г 
M Р га айга 
! * ec uel 


pour in, but you build at speed in order to 
cater for their need 3 relieve them of 

^" а Р 

ПІН ГАП ГЕ» p= 

unas ate the 





Golden tickets are gained for building rollercoasters of a certain height, 
length or speed. If it's either too scary or too tame, the kids will abstain. 
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allowing you to access additiona! themes 


There are four in all, with a further tour currently 
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All images у зе 


on this spread are 
taken from the PC 
version - the 
PlayStation port is 
two months behind 
in development terms 
and is skewed to 
place more emphasis 
on mini-games 
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Street Fighter meets Virtual-On in Capcom's least famous beat 'em up. Can a 
visually impressive Dreamcast conversion turn around the fortunes of this neglected title? 


U a T 


Players choose from 12 different robot suits — some retro in design, some 


military, some comical - 


E ЕГЕДА 


As you'd expect from 
beat 'em up veteran 
Capcom, a hefty 
bundle of diverse 
fighters lines up for 
selection in the game 





Format: Dreamcast 


Publisher: Capcom 
Developer: In-house 
Release; TBA. 


Origin: Japan 
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before battling with similarly attired opponents 


ш he Macross school of anime - where 
pilots don elaborate mobile suits before 

engaging in battle — continues to have a 
profound influence on Japanese videogame 
Culture. Non-fans who thought From Software's 
Frame Gride would be the Dreamcast's only 
mach battle game have been deluding 
themselves. Capcom has taken its little-known 
robo-beat 'em up Kikaio (ог Tech Romancer as 
it's known in the west) and converted it to Sega's 
supercornsole, after a disappointing arcade run. 

in Kikaio, жеде choose from 12 different 
robot suits before battling with similarly dressed 

pponents over a range of largely 2D arenas. 
E robot looks and fights differently — some 


are retro in design, some military, some comical — 


fighting is airborne as well as ground-based, and 
vou can launch long-range projectile attacks as 
weil as engaging in close-quarters physical 
combat. The game uses a familiar Capcom 
engine: combos, special moves and counter 
attacks are all possible, and there's a Special 
Attack gauge with tnree levels of power. Here, 
though, you'll also be able ta collect power-ups, 
bringing a Power Stone vibe to the proceedings. 
As for game modes, versus is present as 
Usual, and there are two oneplayer options. Story 
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Fighting is both airborne and ground-based, and you can launch long- 
range projectile attacks as well as engaging in close physical combat 


mode gives you a multi-path journey through a 
number of fights, each bout separated by a Сб! 
movie to forward the plot. "него Challenge’ is a 
more straightforward arcade-style mode which 
pits you against 12 antagonists — the difference 
here is you get ranked at the end of each battle 
according to the degree of heroism you've shown, 
The Kikaio coin-op originally appeared on the 
PlayStation-based System 12 board, but its poor 
revenue turnover kept it from Sony's console, 
However, thanks to the current Dreamcast beat 
‘em up explosion, Capcom no doubt feels it 
can slip in just one more Street Fighter p 
variation to tempt 128bit fighting fanatics, L 





Despite Virtual-On's 
following, mobile- 

suit combat remains 

a niche genre here, 
hampering the chances 
of a Kikaio in PAL form 





With deep and open-ended gameplay, Age of Empires broke sales records as well as 
gamers' expectations. Now its sequel takes the historical drama 1,000 years further on 





Тһе size of levels in Age of Empires Il is around four times a big as in 
the original, allowing players to control more area and resources 





robably the most complex game to sell 

over a million copies, Age of Empires 
brought new levels of decision making to 
realtime strategy. Starting with one of 12 different 


races, players had to build a worid-conquering 
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All 13 races have some 
naval power, with the қ ағы ; 
Goths and Byzantines seen Age o! Empires become the most popular 
possessing particularly RTS game, particularly in US online circles, where 
stron p uni ; 
trong ship units players are a refreshing mixture of gender and age 
Taking up where they left off after the 
expansion pack, The Rise of Rome, Bruce 
Shelley and his team at Ensemble have placed 
the sequel in the 1,000-year period following 


a 
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the end of the Roman Empire. There are 


new civilisations ta choose from, including the 


Format: PC their Own special units and attributes. For 


example, the Britons are strong archers, witn 
Publisher: Microsoft Fx = 
- ongbowmenh their specialist units, whereas 


Ih FO ағы! жона м aan ir чш = 
the Persians have war elephants 


Developer Ensemble Studios 


Release: October However, one of the main strengths of the 


original was the way it allowed players to win via 


Origin: US : 
financial or military means. With this. in mind, the 
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trading routes between the different market 

places, allowing players to tax the traders, 

gaining gold they can use to Duy other resources. 
The game's graphics have been 

fundamentally improved, too. Maps are four 

times larger, and individual figures are Digger 

to make them more identifiable, But to 
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mode brings a faster deathmatch style of play 
to Age of Empires Il. The goal in this is simply 
to Kill the opponent's king or queen, while 
protecting your own monarch. In the traditional 
singleplayer mode, there are four different 
campaigns each themed around a historical 
figure such as joan of Arc or Genghis Khan 
going gold at the end of 
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alancing within certain limits. But 
whatever the standard of players enjoying it, Age 
of Empires ІТ seems certain to continue to 


push the envelope of strategy gaming. 
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Pagus > Age of Empires ІІ can be won by purely economic means, players will 
to make sure they are protected by an army and strong fortifications 








One new feature of the 
game is that troops 
can be garrisoned in a 
building, thus raising 
its defensive power 
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Tomb Raider's intellectually challenged stablemate returns for more kicking, 
punching and shooting action. This time, however, it's offering a few new twists 


As sequels go, Fighting Force 2 adds a lot more than simply a set of new 


levels and weapons. In some respects, the 
by Metal Gear Solid than the likes of Doub 
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Many weapons can be те basic game 
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Instead от standing there getting battered, which 
i tes ҒҒ2 well beyond its predecessor 
Whether this new ambition towards tacti 
From the early demo Edge has see 
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inspiration if Fighting Force 2 is to work on 


a more cerebral level than its precurso 


Ecéentric and extraordinary, the battiest beat 'em up in fighting game history 
is back, with fresh moves, fresh faces and a whole new level of visual pyrotechnics 
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There are 22 characters featured in the game, including some old 
| very artist has his or her bizarre favourites such as Gore with his large and sickeningly exposed brain 


үрен moment. For George Lucas 
It was ‘THX 1138', for Douglas Coupland it was 


‘Girlfriend in a Coma’, and for Steps and Billie it There are three main plasma attacks: Plasma 
was the Abba mediey. For Capcom, then, it was Field, Plasma Reflect and Plasma Revenge. The 
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Star Gladiator, the company's first ever 3D beat first catches enemies in a force field while the 
"ет up (uniess you include SF Gaiden), filled to second deflects enernies' attacks, making way 
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the polygonal brim with freaky characters, crazy ior t the third, an explosive counter attack. To 

me өне wy much lighting effects and trippy sci-fi backgrounds. It make things more interesting, Capcom has 
based around huge ai А. Ee Г ا‎ асс, 

; wasn't a classic, but it was different, and popular added а new fighting gauge which builds up 
5 есігі effects. The 5 a М = ' рорша daded a Ww ТЕ к Б uge DUNGS L 
three plasma attacks | Popular enough to warrant an arcade sequel througnout the bout and finally offers 
are the cornerstones | and, almost a year and a half later, a Dreamcast а massive special attack. The game now also 
of any tactical 
approach to the game 
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If anything, Capcom has taken things further, really relisn those finishing moves, 
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Wars’ and into ‘Barbarella’ territory. The present, but for the DC version Capcom's added 


backgrounds are flashy disco floors and a Group Battle mode, where two teams of five 
Dall-esque cities, while the sound effects are fighters clash. But the main hook is the difference 
Format: Dreamcast “Star Trek on acid and the camera work is Sam In quality between the coin-op original and home The backgrounds are 
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Release. September (Japan); Bilstein. They'll be using a similar plasma-based а 60!ps update, amazing effects, smooth 
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A notorious pro-gun magazine licence backs up this gore-laden firstperson shooter 
using Quake // technology. It's a formula bound for success, if only for the shock value 





Snow-suited terrorists give one of the levels a distinct GoldenEye feel, although 
the incredible amount of blood and gore eclipses that found in Rare's offering 








Barne 251 engine Raven's own animation code lends a truly realistic feel to the | 
оаскг ке kingpin, its remit is adult-oriented characters: far more than those found in other Quake //-engine games 
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Release: November 


Origin: US - New moves added to the Quake II | ы с с À ей : TV toon = 
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Sony's homegrown RPG returns. Seemingly stripped of its super-deformed cuteness, 
but resplendent with new gameplay features, Wild Arms is coming of age 
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The original Wild Arms was Mene: paltry number of quality PlayStation RPGs 
to make it to the UK. Like FFVIII, this sequel will be a hugely welcome release 
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The improved graphics engine of this sequel brings with it the power to х aes = 
deliver more detailed characters and a raft of new effects during battle | - sion 
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Why don' tn pens up and see 


behind the PR for the Carmage 
series, the most morally | 
games ever conceived, Hmmm. 


The aftermath 
Wednesday morning. Last evening's late- 
night Thai dinner, even later session of 
poo! in Leeds’ Riley's centre, and still- 
iater bout of drinks at a Leeds hotel, nas 
early taken its toll. "| feel a bit rough 
around the edges," says Forrest, 
addressing your correspondent, “but | 
only have to take a look at you to feel a 
lot better about myself.” 

In strolls Gordon Hall, Mobius's MD, 
looking like he's just returned from à 
week at a health farm. The тап is 
clearly made of stronger stuff. But then 
he has to be, because putting together 
his dream team hasn't been ап easy 
ride, Since getting together with his 
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Release: TBA 


Тер ик 





SCREEN 


= йет. 
Т y 
A 4 
A 41 


re fora game to burst out of m 
wn. But these are often the mc 0 | 


Y 
2 









i -— mi f irc = 
t the morr 









ШШ ШЫ Фф» 


emm Fs» NR 
4 i 7 yi j [ Po y ТІР! | І P 
| к ІШІП 7% 4 $ | Tu 








РВЕ 





Mobius' own 3D engine, entitled Revelations, offers a raft of effects at the drop of 
a hat. The company is in talks with other developers who're considering licensing it 


Carmen has an arm attachment capable of delivering a variety of "e р а singiepiayer game ла омеги! - you re Oriving around 
weapon effects. She'll even be able to take out enemies by sniping rings together what we enjoy from enorm supercreature and you dor 
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saying, "Okay, it sounds good, let's see Wart Ai па! d almost like a walking 


Carmen and Titan are now it goes'. | think we're ІП our fourth am 
intended to represent a month now and it's working out just like 

‘Beauty and the Beast’ 
juxtaposition, the 
former offering grace 


as well as power, the Creating an angel 
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latter simply drawing 
upon size and strength 
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The difference between environments is set to be more marked than it is in 
the likes of the Tomb Raider series, for example, calling for various approaches 
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Some of the effects Mobius's engine is capable of delivering are simply gorgeous. 
The particle-based animation of a running man (right) is a particular highlight 
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of thing that Carmen couldn't take out scanned from photography taker 

on her owl shed nave to use stealth оса! scrapyard. Thrown into 3D Stud 

at that point, Now, It might be that и апо mapped on to the walls of a room от modular game design, where 

Jrder for Titan to progress along the the erect is remarkably convincing Components can bé bought in, negating 


valley Carmen would have to climb а in-game, such textures are бепе the need Tor building trom the ground up 


rock tace іп order to trigger a certain manipulated by Mobius own 3D engine We re doing almost everything 
event elsewhere,’ However despite DEINE the Work ot Ourselves.” says Johnson. "alt ТЕА Ihe 
essentially one coder, Justin Johnson, sound libraries will be outsourced. There 


Engine ISSUES 15 hardly the merely functional slice of 5 a question of reinventing the wheel - 


A ТЕТЕ i F г aie 4 “ЖИГ УГЕ, + лы i РРР ға ч Ра r трт ‚ты Е Р , 
MODIus chill-out room (Іт which some code you might expect. In fact thi vou nave to nave a very good reason TOI 
Staff seem to haul through a couple ol technology demo Mobius uses to show writing your own engine. And, because 
Dacks of cigarettes a day. which has ОП 115 features reveals some of the most we're such a young company we're not 
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Even through a hazy hangover 


Ten of Mobius’ 11-strong team gather for a photoshoot in the graveyard ‘garden’ Pto 
outside their new office, based within the bowels of an ageing church building t's difficult to doubt him 
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Не had neither arms nor legs, but that did not 
stop Rayman marching his way into millions of 
households across the globe. Now, the toil of 

over 100 individuals is coming to fruition ii 
the sequel to France's biggest game ex 
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andenng around ubiSoft's 
chief French development 





facility, a five-storey block 
situated m one of the grubbier districts 
of Paris, a number of standout factors 
leap to mind, First, it's all rather grey 
potential candidates for Edge's 
Workstation section of Develop (see 
p124) are suspiciously thin on the 
ground, with nondescript desk after 
nondescript desk housing little more 
than computer terminals and sheafs of 
notes. Second, there's an odd lack of 
community spirit = perhaps unsurprising 
when you consider that around 400 stafi 
sit under the same roof. Third, and most 
obvious, is the freshness of face around 
these parts — there's not а craggy old- 
timer to be seen. 

‘| think it's a bet from UbiSoft's 
perspective," says Pauline Jacquey, 
producer of Rayman 2, the main project 
currently being undertaken in-house. 
“It's а very nsky bet to hire people 
coming straight from college. It gives 
you an amazing amount of energetic, 
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dynamic people — people who are just 
crazy about games. it's their whole Ше 
50 they will work pretty fast and stay for 
hours and hours. But they don't know 
how to structure their own job. So I've 
been working for a year and a half to try 
and help them to be more organised, to 
help them do things with more 
and be more calm 
regarding their jab." 

These sound like the words of some 


milestones 


kind of senior, schoolmistress-like figure, 
but Jacquey is only In her mid-205 
hersell She has been working as а 
producer for around 18 months, 
claiming that she really doesn't know 
how she landed the gig and admitting 
that she was as "scared as hell" when 
initially faced with the prospect of 
overseeing the production о! Rayman 2 
"| think iS а great chance to work 
with young people, with people without 
too much experience," she says. "For 
the last two years the industry and the 
way of making games has changed so 
much that it's not just about some 
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Format: PS/PC/DC/N64/GBC 


Pu blisher UbiSoft 


Developer: In-house 


Release October 


Origin: France 
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Size is everything 

production something 01 
а bet on UbiSort's part, you might expect 
it to be a small-scale venture. But nothing 
could be furthar from the truth. 
Development has called upon the talents 
of 14 artists, four animators, 25 designers, 


Witn Rayman z 5 


four so ШТІ d engine Pers. а! 1d near ly 20 
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Expansion Pak to give japan, and underlines the seriousness of 
smoother frame rates 


те task іп hand 





Despite the gravity of the thing, 
though, there remains an add sense of 
ooseness about the project's progress, 


"When you see а designer v ling 
n t : on the same bit, 

he just hates it. And then he starts 

thinking he needs Nork 
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as Jacquev intimates е main 

haracters have been designed by the 
MANA concepita People penna тле 
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an idea of a game like Rayman 2, when 
n the paper, it means nothing 


You just don t know whether or not itis 


you see it ò 


going tà be à duis Idea. 50 we had maybe 


20 or 30 main characters and then 
everything Un юпа that is about testing.” 


resting is something your Edge 
correspondent happily undertakes while a 
number of seemingly mute UbiSoft staff 
surreptitiously observe progress from 

behind ti onitors (perhaps they're 


trying assess gamepiraying ability pernaps 
something eise - it's difficult to tell). 
Happily, at this point in eit - mere 
jonthis from release — Rayman 25 myriad 
concepts seem to have come together 


promisingly The game is patently of the 


Mario 64 School Of design, arthougn urilike 


revious Nintendo imitators, it Dears many 
Т LIL. 18:5, o Ll E na ty Па таке vo LLLI SL Шр 
апо take notice. And they re not simpy 
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example. And a flying pirate-ship st жыр | 
which you must navigate areas not mucn 
Digger than your craft. And levels where 
you re charged with piloting a rocket 
These latter sections prove instantly 





| Apparently, controls and camera 
were the most difficult parts to 
implement, although UbiSoft has 
worked out to smooth them out 





appealing, and stand as testament to the 
personality that nas gone into the game's 
production. The rocket itself is in fact a 
living character which initially attempts to 
Kill you: upon sight, it will give chase, a pair 
of little legs comically protruding from its 
underside. Evade its attention for long 
enough, though, and it runs out of breath, 
giving you the opportunity to jump on its 
back and ride it like а rodeo bull. mougn 
obviously rendered in polygons, it has a 
charm somewhere approaching that of a 
Cartoon, It's aiso quite tricky to play 

"It's really funny, really weird," says 
Jacquey, Decause game designers, 
especially when they are young, they want 
the game to be hard. | don't know why. 
think they just want kids to spend more 
time on the level they are working on. So 


Jacquey claims that UbiSoft's coders undertook some unusual work on the N64: "We wanted to get rid af the blur effect 
you get when using the hardware's anti-aliasing. PlayStation games are generally more sharp, and Rayman 2 is sharper" 
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There are definite parallels with 

the likes of Mario 64 and Banjo- 
Kazooie, not least of which being 
underwater sections to negotiate 





it's like... It took nine months to make 
them understand that having a fun game 
is not simply about having a hard рате.. 
SO we structured the team in order to 
make them spend eight hours per week 
just watching kids playing, And as soon as 
you see a level designer watching a kid die 
ten times on the same bit, he just hates it. 
And then he starts thinking таубе ne 
needs to work on it. But that's hard." 


France and the art of subtlety 
The world of Rayman 2 i$ a super-cute 
place, with every element that could 
conceivably be given some form of 
characterisation duly awarded some. 

" think that there is a tradition in 


The PC version is naturally the most attractive of the bunch. Sadly, the Dreamcast version 
(not pictured) is not expected to look hugely different, chiefly because of time constraints 





France," says Jacquey, “about тоша 
or writing politically correct stories ч 
kids, and animation series for kids. So we 
are probably less able to be ‘efficient’. 
When I say ‘efficient, | mean, like when 
you play Аре Escape, and when you get 
to a monkey, you nave this huge effect, 
and | think that we're kind of afraid of 
that in France. It's more about being 
sensitive and subtle and sometimes it 
works, | think in Rayman 2 it works оп 
the storyline, on the animations in the 
graphical parts. But sometimes it doesn't 
work, and | think that we maybe could 
have done something better." 

it's true. Rayman 2 certainly isn't the 


ost in-your-face game ever. "Subtlety has 


leid "claims E ;" Maybe you 
have more feeling to give to a story or 
adventure. Characters seem to De more 
alive and nave emotions and feelings. It 
also lets... | don't Know, sometimes you 
just want to keep thoughts in your head 
and not have everything spelled out." 


Covering all bases 

it's no surprise to learn that, like its 
predecessor, Rayman 2 15 to be released 

on as many formats as is viable نة‎ 

with the Expansion Pak-assisted №4 ti 

there are versions promised for PC, 


PlayStation and Dreamcast 

















H 


But isn't this limiting? Wouldn't the 
doors of creative freedom be opened 
further by concentrating solely on one 
format? It's certainly the route preferred 
by Rare, whose recent work Rayman 2 
perhaps most closely apes. "Originally the 
idea was to do a beautiful game, a fun 
Fame,” says Jacquey. "So we didn't really 
( consider 3aving a technology-led game on 
the Dreamcast. But on the other hànd we 
did plan the game originally for PC, at à 
higher resolution than the N64, And you 
do a much better game when you go that 
way, because then you don't upgrade, vou 
downgrade. | think the N64 version is better 
for that, although it's true to say that the 
Dreamcast version might фе better if we 
has just focused on that platform.” 

it's too early to tell whether or not 
UbiSoft's gargantuan resources have been 
stretched too far by pandering to 50 many 
formats. When the day of reckoning 
comes, though, that mad little rocket, 
an whatever platfarm, will be enough 
to put a smile on the faces of even 
the most jaded of gamer 











Pauline Jacquey, the 
producer of Rayman 2 
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Regardless of your standpoint ~ pro-Sega nut, Sony ; ; 22: inp rig Ae 
ECC whatever - this 14-page Dreamcast special, ОЗ ы, scares ر‎ iig 


-Which examines the PAL launch titles, reveals Sega's 202% Exc паем 


in-house development progress, identifies the key 22: НО buying into the dene: 
Peet Ml Re T ER UT Ie n Ve LII TES ИШЕ Despite using ofthe shelf components in 


2—7 the form of VideoLogic’s PowerVR graphics 
insi ders, should Jeave you in no doubt as to the potential of. technology, Dreamcast is beginning to get 
ar 





into its stride. Next to titles like Soul Calibur 


ra armer special ааай as it prepares to make its UK БЕРМЕ am анана се eee 


эш „ш 


Dreamcast's onboard modem remains а 
largely untested component. Certainly, few 
users may look at the machine with Intemet 
access as their prime reason for purchase, 
despite Sega's marketing endeavours. If 
stable online multiplayer environments 
can be built to support quality software, 
` however, the modem issue could be a 
| dincher for Sega. Crucially, the company 
=e is the first to market with а Net-ready 
ЕЙ console out of the box Sony and Nintendo 
БЕЛ will be left playing catch-up from here. 
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ll К}, 
| Үү ІШЕ vo 
According to Sega, 300 Dreamcast titles are 
| currently in development across the globe, 
with 50 games set for PAL release by Easter | 
ШІ! such as Infogrames, Acciaim and Virgin are 
Бе putting their full weight behind the format. 
4 — E M. Apart from Sega's DC-specific titles 
Ф MT Ж ААА ТҮШ АП 4 б И such as Shenmue, the company also has 
A ^N СЕНА A ИИИ. ШЕГІН i HM "ІТ @ J| ongoing Naomi coin-op development in 
e": b ١ "i tis | Y jn | 4 ое hand, which will ensure a steady stream of 
mi Ji ІШ 45-555 triple-A action titles for the home. 
| ІШІ um S T Ultimately, games such as Soul Calibur, 
(ШІ ІШ. SS SS Ready 2 Rumble and Power Stone will 
i ү) | il m ШІ ІІ Ж б Sten ensure that the machine gets off to ап 
(ШШ Hi ҮІІІ i TU n ү) | ШІ Дае 
А 1 | | wide ШІ ІШІ !! NAR L 


же. 
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explosive start in the west. 
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И! Qo т 
Ж ХО European developers are actively picking 
! IM ili ШЕР 3 ШІ! | КОШ up on Sega's call for 60Hz support, 
THU. | = ЧИ ЖАЙ ХО building the option into their titles as a 
г, 1 MA | Т СЗГ matter of course. What other PAL console 
ІШ) ШҮ [о “Халы ji ЖЕРШЕ ОБР has ever offered gamers that? 
ШІ; а E: Mu к=: 
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: 2% Sega's Saturn had to fight the PlayStation - 
r НІС a battle that proved a lost cause. There is 
| БӘ no Dreamcast competitor right now. As an 
4x4 Edge reader, you appreciate quality. Sega's 
Р machine already offers some class-A stuff. 


BS At £200 in the UK, or £150 on Japanese 
EB import, if it only gives you 12 months’ worth 
Peewee of quality gaming, it's worth the investment. 


“ 
- 7 " и F = 
3 E 
U р bac 
е >! | 
LI E, жне чы 
ъ. = _ 
a 
E М. = 
" "= 
FY 


ЕКОМ T 


After publicly admitting that it had made mistakes with the Saturn, Sega laid the foundations for its 128bit 
dream - the first of the new wave of consoles. Edge reviews the company's stilted progress from day one 


«ct proved to be strikingly prescien 
| har y the end of 1998 an 
C 3D тесі olog And s Was thal or 

i ber 27 19 ega president Shoichiro 


trimajiri was on hand to witness Japanese 
stores Sei out of 150,000 Drearncasts, each 
equipped with a PC-style VideoLogic PowerVR 


graphics chip 


The presence af thé company's top brass 


t the retail launch, ds wall d5 Me high-prafile 





apanese TV adverts featuring Sega MD Yukawa 
Hidekazu, proved how serious Sega was about 
making Dreamcast a success. "We have the 
trength of а beaten company," commented 
mage guru Yasushi Akimoto - 
Sega president Shaichiro Irimajirl reveals plans for its superconsole, Dreamcast, to a select audience 
Lessons from the past 
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Economy drive 


de 
he lire | 


| leaks conceming Каїапа 5 technica 


- =. um 5 - m e - FS F 1 Er РЕЧ - = r 
specifications сате to light in October 97 


The first technical demonstrations of Dreamcast's power and potential were unveiled at the launch conference in May 1998. Irimajiri-san was the subject 
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|! high-density proprietary 12X-speed GD-ROM 
rive, Both the main RAM and video texture 


RAM were listed as ВМО 


The full scale of Sega's strategy only 
‘ame apparent in Ag 1 however with 
П гере iteme [] bg e rep aint ior de 
“Ке ұз М Ode 5 arcane ard Ent fled 
laamu, it was based on VideoLogic hipset fo 
Katana, Suddenly a synergy between arcade 
console апа PC systems became apparent. And 


with E3 rapidly approaching, insistent rumours 


-oncerming ‘programmable LCD screens built 


nto ine console 5 joypacs began. Another 
ee ЕГЕР елегі that the weed 
e ' ALAS ELI ERE ШЕТЕЛ i j £e ow L 


m Г An mn mme ranir 


Lireamcast an 


загпсаѕї and rts spiralling orange Мун 
were officially announced to the world on 
Мау 21 at Sega's presentation in Tokyo's New 


tani Hotel, Sega president Irimajiri-sa 


= 3377 E i ' 7 mr ste ғ, 
"T i Dreamcast would be The syst: on 
Тә шенін г сыға T е ғ ЫТИТ us 
cee Е LiB C» UTY LM ҮКІ 
zr Т. кы" ТІ š ға karl 
i МАМЫ S B ыш кт 1 си HÛ 
ылы LTeamcast s prase Oe Wie veo 
d кали! + $3 ®# агр mma | z 
Amg wmi ne a uncernerni Was aiv а 


media event, the release of the official technical 
;pecs showed that Sega had needed to double 


Dreamcast's main RAM requirements to 16Mb 
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modem for the Japanese launch was also 
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A shaky start 

But às the launch date got closer, things started 
going awry. NEC experienced problems mass- 
producing the 0.25-micron PowerVR graphics 


chips and Sega had to limit pre-orders for the 


lamar | gm n d "T ran mom » hl ae 
Japanese UNC Ore үтү "m Ley Uwe 
aoe med mem жай соған ыға Con Pied А Bp 
juch as Sone Adventure, Sega Ray 2 and Blue 


Sega failed to fulfil its initial sales figures of one 
million units sold by the end of March 1999 
Of more concem was the fact that software 


tales were disastrous, with only a third of 


Sega s predicted three million units being sole 


ҒА 


г "а 
Even tes ант ас Sone Adventure and 
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com's much-hyped Power Stone were 


failing to generate much excitement with 
gamers, Conversely, Sega's free online service 
was far more successful, with one in three 


eariy adopters using Dream Passport for email 


^" Ы ња; а Ai 
and basic Web browsing 


TT ^E dh کیاکی‎ caen 

TY Sd ner Li 14 Se Марпаш E 

5 B 
aram “аса гегегиту had fn clach ma pire el 
2 ^ Ми i 211 ШУ 3x = LL ut 


Dreamcast to w19.900 (£100), removing any 
pralit it was generating from hardware sales 
But it's not all bad news. Console sales have 


now picked up considerably, and the success of 
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haar BEF СЕ ба: 


бош Calibur (see pB4) sears certam to raise 
reer rac? tu МІР" ІШІТ or Агы] aun iy j 
Lime ғғ ізге TA Poem Бес гъ. tu үгілгіш 
UZUN THN ages 0 ы 5 0 Ver-DUOEE 

км ғынан каста тты mu ыы Е 
Shenmue зева “оша nnaly nave the lavist 


grandiose masterpiece it so desires, 

The European and Amencan Dreamcast 
launches are looking positive, too. The range of 
launch software is impressive on both sides of 


the Atlantic, and low price points of $200 in the 


up апа running. It has confirmed that this will 
be functional by Easter "00, and both Quake IIl: 
Arena and Half-Life are rumoured to be 


possible big-name launch titles. By then, the 


"m Илнар" ы Aum |=) pret 
H1 “үза СИЛ will have гъ Тира ра. 





Bill Gates lends his support to Sega via video 


tor morphing and fire effects in realtime, created by the celebrated Tetsuya Mizuguchi. A year on, the current crop of software has matched expectations 
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* The machine may contain elements once perceived to be the domain of the hazard-laden PC format, but as 
a console Dreamcast needs to be exceptionally stable. Edge takes a look at the new wave of Sega hardware 


| үү ith NTSC Dreamcast units having been available on import since 
| emocdeidint ТЕ ; the machine made its Japanese debut in December last year, the 





















hardware's durability has already been tested just about to destruction. 


As first reported last month, the PAL 
| n" T ТІ!!! Dreamcast unit features only slight Although some early units have suffered problems (one day simply 
| TESTE HIM | (ТИП modifications from the Japanese model, deciding to na longer function, for example, rewarding the gamer with 
| ү, ШІТШІЛІ | | | Шыннан ai e nothing but a blank screen), there have been no more hardware quality 
"e BORA ШШШ SLM n ji legend ‘Compatible with Microsoft's problems than were expenenced wath the first batch of PlayStations 
| ZEN idw CE in place of the original What's of more concer to potential Dreamcast owners is the design 
i НІШ "Designed for Microsolt Windows CE. of the official joypad: it's simply not up to the task of delivenng a 
OE “Physically all ports, including A/V and comfortable playing experience over а protacted period. Ostensibly а 
| rial at the rear, remain identical. revision of the analogue controllers made available for the Saturn 


il towards the end of its lifespan, the units are not big enough for many 
players’ hands, and the design of their underside means that callouses 
are not a ranty. Thirdparty alternatives should offer better ergonomics 


тт ал а 


Along with joypads, a flood of penpherals are about to became 
available, some officially from Sega itself, and many more frorn 
opportunistic hardware developers who've made a committed pledge 
to support Dreamcast with unofficial money-spinners. The lower portion 
of this page offers a selection of the most important add-ons to date. 
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| B Arcade Stick & Racing Controller 





| © Fishing controller | m Visual Memory unit 


© Price: ETBA Е Price: £20 | Bi Price: £40 B Price: £45 
Cheap and cheerhul, a 105-key | Only available wath the Sega Stil somewhat undersupported, Standand-aswe poypeds don't Not the most solid driving 
unit essential for users set on | Bass Fishing bundle, which will | but one al the most ingenious take too kindly to beat ‘em up accessory ever manufactured, 
maximising modem use. retail at between £60 and £70 aspects of the Dreamcast setup. hammerings. This i$ the solution. but it serves its purpose. 
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| 32% 
| | ЧИР MUT. 
1 i | | — M 
E Mad Catz Dream Pad | * Alloy Arcade Stick E Star Fire Light Blaster 
E Price: ЕТВА © Price: ETBA Е Price: (TBA E Price: (TBA Е Price: £20 
Р Б Set for launch іп the U5 first, just Interact's unit appears at least as | Another Interact effort. Dat Sega's plans for selling its own Currently compatible with The 
| one of many thirdparty joypads | robust as Sega's official unit. it name, but more suited ta long lightgun separately are currently House of the Dead 2, support 
set to flood the impart market. | should be slightly cheaper, too sessions than the standard "рай. hary; look for this an import. | will escalate in coming months. 





It's no surprise that Sega's own technicians are managing to coax the most impressive imagery out of 
Dreamcast. A new Shenmue demo arrived at Edge's office this month, and succeeded in dropping jaws 


ardware format shows its true potentia 
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format in а favourable light. However, th ер 
developers, led by Yu Suzuki, working on showcase DC title 


Shenmue are making enormous strides with the format 


тл а DENDO rae faster аҥ} 
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four of the game's characters (including the 


bringing their visages up onscreen to deliver 


a bundle of 
Shenmue-related dialogue. Forget audio, though ~ it's the 


| end 


breathtaking, rivalling prerendered quality at certa 


The female characters' flowing hair, in particular, sel 


paradigm for realtime graphics 


in а home format 
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Trick 


Publisher: Acclaim J Developer: Criterion 8 Price: E40 т Release: September 23 


1 
ым Ж. 


The futuristic city environments may 
be clichéd in style, but Criterion's 
designers have built some elaborate 
tracks around them. The keyword 
here is scale (some af the levels are 
breathtaking), although that comes 
at the expense of fluidity, with the 
twaplayer splitscreen mode 
especially prone to chugging. Expect 
the inevitable sequel to be cleaner 
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B om from a number of experiments 
ungertaken by developer Criterion, Trick 
Style has metamorphosed into one of the most 
significant launch titles for Sega's machine in the 
UK — not least because it is one of the titles that 
does not rely upon building on, or even simply 
copying, existing concepts in order to work, 
Acclaim's game is a success on many 
counts. First, it takes a largely untested premise - 
futunistic hoverboarding = and conspires to 
deliver а convincing replication of what you might 
imagine such a prepasterous pastime would 
appear like were it physically possible. It does this 
by not simply building gameplay physics around 
the player's hoverboard itself, instead attempting 
to represent the relationship between ‘boarder 
and his mode of transport, his or her bady 
swaying and squirming as joypad input ts fed into 
the console. The resulting visual effect is 
somewnal reminiscent of that. of. Nintendo 
1080" albeit exaggerated to the nth degree. 
Second, the game presents а well-realise 
game world, split into vanous sections from а 
central hub where you're given the opportunity 


to complete challenges in exchange for new 


tricks to add to your ME Over the three 


differently themed race areas — UK, USand 
Japan, progressively mecreasing in сиу in that 
order — you're charged with conquering f 
tracks before facing a bass-race encounter. This 
setup 15 essentially cribbed from that af Diddy 
Kong Racing but is no worse for it. 
Nine characters are available for selection, 
broken down into three different categories - 
racet, stunter and bully. Their classes give a 
natural indication as to their predilections out on 
the tracks, and opting for a particular style 
natura ay has a significant effect on performance. 
he landscapes your ‘boarders get the 


g рропш nity to sloosh their des rac sh в over 


are a mixed bag, with some levels proving 
signiticantiy more accessible than others 


However, all give the opportunity to integrate 


outrageous manoeuveres within the races 


reaching finish limes in the shortest possible ime 

However, while Trick Style's structure holds 
together well, its learning curve proving 
convincingly sound, it fails to convince as a true 
next-generation ttle. The scale of its levels may 
astonish at points, but it's not uncommon to 
encounter slowdown and an element of fogging 
ме negotiating them. Trick Style was always 
ntended to be a UK launch title, and as such it 
carries with it a faint whiff of rushed development. 
n terms of final polish, it's leagues away from 
the likes of Sou! Calibur (see p84), for example. 

Regardless of such quibbles, however 
it remains a key PAL release, offering a 


refreshing slant on the racing genre a 





-The UK launch її 


The nine titles accompanying Trick Style at retail on September 23 


T he wave of releases available to purchase the jarring camera prablems of the NTSC original 
alongside a PAL Dreamcast upon its having been ironed out and graphical gitches 
launch this month represents a mixed bag, but papered over. Though it's a victim of QCS (quick 


ера has at least atternpted to offer a fairly conversion syndrome — something that a 


broad selection of game styles number of early PAL releases sutter from, 

Sonic Adventure (5/10) leads the pack resulting in borders and a drop in game speed 
ams ETT lnok= id reati mn me eponymuot rs НТ TT 2 Ong nal femnat і remains an attractive 
hedgehog 5 come status. The PAL verson has example of Dreamcast s capabilities. Essentially 

t been ovyernauled. maed f зај most ant i pame ict e0 TORS OT ne tor eA h 


"haracter) 115 SOTE TINT that can ory tT ly be 


appreciated after lengthy play, with later levels 


offering more challenging and rewarding 


garneplay, plus some of the grandest, mast 


impress e лашақ yet seen on the formal 
Virtua Fighter 3tb (8/10) e of a pair 
1 ж enm ГЕ сера = PLAN i MIS Au HT 
"F э ا‎ = " А а 

" ne Е 
te TIL 

ja е and йе wealth of chancen and fine eS ТЕ! 

tuned garnepiay make it a senous game Thaugh 

it too suffers OCS, Sega is at least believed to be 

L ы 


including a VS mode (something not available to 
test at the time of wnting) 
Ал even more convincing fighting game is 


Power Stone (2/10), Capcoms glonous dabble 


fs pales of Ё amna L wat la z 
4 "d ECT E Vs 1 ILLIUS 
recon of Еа трие backdrops (there rea 5 
Шон ПАЧЕ. Lau ғы + 3 
withimg to come cose to oluckine a lamp nost 
nothing to come close to ptu ng а ip pos 


out of the ground and clonking your opponent 


with it) and characters showcasing Capcom 5 





typically high level of detail, this 15 an 
xtravaganza or а рате 
Sega Rally 2 (8/10), however, may well 
ina t the legions of fans familiar wit! 
ega tlenng catalogue of racing titles. The 
NT а! nked ё ә in places, so ifs no 
surprise to see this QCSHaden release struggling 


to do iustice to the hardware it's 1 inning on ir 
places, There's étill a sound game in there at the 
ore, however, and fî will be the strongest dnv ng 
e on official release f ma 
Ге better than Monaco Grand Prix 
Racing Simulation 2 (6/10), for exemple. To 
5 credit, bE has made some modifticabions 
for the Euro release, includi y upgraded 


graphics (tarmac detail is now — walt for it — 


more varied, for example), but the game still fails 





to look and play like something Sega's machine 
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Blue Stinger (5/10) as Edge went to press, it 


; Fet = = ст ba ET + 1 
fi Ó TT yz ni LET L "13m Таш EE E 
E Lm Qc LL Е ind Ыл нш, 


һауе been included The awful camera work of 
the Japanese onginal is reputed to have been 
significantly re-jigged, but the more fundamental 


weaknesses of the title (its linearity, for instance) 


mulany, PAL review code for Expendable 


ЕЭ M YEL шысы D С 
а " nahire nf the hie mea that ou 
won't be missing much by passing it over 





Incoming (РС: B/10) is a more interesting 





From tap: Blue Stinger, Monaco Grand Prix option, although it has dated considerably 
Racing Simulation 2, Speed Devils, Incoming. Finally. $ E Deiri he comble = 
and Expendable - live debut titles guaranteed "әу, эреес EVES 5 ne отр ее | 3 рот top: Sonic Adventure, Virtua Fighter З, Power Stone and Sega 

not ta make a big dent in early sales charts mystery of the bunch. Review next month. L Rally 2 — the cream of the launch crop, and all worth some consideration 
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Incoming 


Sega may claim that 300 Dreamcast titles are currently in development, but, as with games for any platform, 
only a select number will be worth checking out. Edge presents some early potential highlights from the pot 






ш Publisher: Midway а Developer: In-house 


| Publisher: тесто а Developer. In-nouyse 
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please Late YY 


е in the Dark 4 


Publisher: Infogrames m Developer: In-house m Release: Early 00 








m Publisher: Sega а Developer: Appaloosa 
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[ tawn 1 JuSk. Once percermved Merely as а 


filler title, Midway's lighthearted take on the boxing 
theme is preparing to prove its doubters wrong. The 
fundamental gameplay aspects are reassuringly 
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| n terms of top-quality output, the legacy of 
lapanese softco Tecmo is hardly the stuff of 
legend. It struck gold with the Orig nal Dead Or 
Alive, however, the blend of tient, Virtua Fighter 2- 


style gameplay and brazenly saucy imagery lighting 
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H aving sat on its laurels while the Resident 
| 
| Fvil series has cleaned up by taking the 


nportunity to make the survival horror premise it 
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yhich w | арап. Being developed 
оцу alongside a PC version should not 


hamper the potential of a hugely welcome 


Dreamcast adventure game. 
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developer does not have a stering reputation), but 
word remains optimistic, suggesting that, given the 
necessary time to apply spit and polish, this could 


De one of the nottest Dreamcast tities to 





Snow Surfers 
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3 th the likes of Nintendo's genre-denning 
wW 1080° in existence, Japanese developer UEP 
has found it difficult to deliver а snowboarding tite 
to convince а multiformat-aware audience, but the 
opportunities freed up by Sega 5 hardware ensure 
that the company does not паме to worry about 
grinding a convincing 3D engine out ог an ageing 


format (which it had to with its last title, PlayStation 





Cool Boarders 3). It can instead concentrate on 
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streamlining gameplay. Refinernent will take 





the place of any major reimventror E 
ч 1 т mr # - г i - PLI 
| j FY ЕЖ, ыы ы 
Ч 
E жш of ШТТЕТ п А 4“ Р т چ‎ 
— г een ПЕРЕ 1113! RT r $ 
— e وچ‎ к айт or Ға” roar пъ 
f 1" i Б. 
pin 4 П i Air raf k r Е Fm mm > 
Ұз Ез 1 E ua t E! F * t 2. С 
= а-а Th ғ i Ham FF E ғң "Pm mer 
t YE | 1% : { 4 i t 1 LIT. WE "irum 
T "т m, p ғ È г? Á ! “ғыт 
ZATE Ё 1 кї АЛ i в Í Е t 
—— сұра, Ты $ nec Ps | = 
game 5 vane miit yscap CL лыша 





being implemented in order to make tt 
game realise its patently obvious potential үн subtitled Cult of the Wyrm, 


this is coming from the 
creator of Die by the Sword 


ro Thunder 


ш Publisher: Midway @ Developer: In-house @ Release: Late "99 


1 ike its spiritual forebear San Francisco Rush, 
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insiders recently told Edge it is merely a matter of 
planning the conversion into the company’s hectic Looking super-cute 


internal development schedule, Which 15 absolutely 





wondrous news for Dreamcast owners, for, as any 
arcade goer worth his or her salt will attest, this 15 
one of the nuttiest yet downright outrageously 
entertaining driving games ever conceived The 
potentially long wait for the Dreamcast 


version will most definitely be worth it or 
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Sure, it's а 3D platformer, 
but it's from talented Brit 
developer Bizarre Creations 
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| Publisher: Konami ш Developer: In-house ш Release: Early 00 


Red Dog 





Publisher: Sega ш Developer: Argonaut ш Release: Late '99 
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Publisher: Interplay B Developer: Bioware Ш Release: 
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etin the year 1666, Konami's continuation of 
S the Castlevania legend is being assembled in 
Konami's US development facility. The team behind 
it claim that their game will not reproduce the 
exploratory feel of the fairly recent N64 version, 
instead opting to replicate the action-combat feel 
of that of SNES title Castlevania II. With an update 
promised not to fall below 3üfps, five stages each 
broken down into around ten areas, and 
approximately 40 enemies intended for the 
finished build, this could be a key DC title. 


M 


ІШІ 


games, but Red Dag |5 nat intended to follow 
in the footsteps of any particular genre leader 


A rgonaut has little or no history with racing 


Instead, the game appears to play up its potential 
for multiplayer action, with a selection of varied 
two- to fourpiayer options. The developer also has 
plans to deliver à networked орноп = under the 
tentative guise of Red Dog Arena — via Sega's still 
embryonic online gaming network. Those who've 
sampled the title to date report that it's a 


ra 


stupidly addictive multiplayer title. 


ith the developer of the original game, Shiny 
үу Entertainment, apparently too tied up with 
other projects to commit ta a sequel, duties have 
fallen to Baldur's Gate creator Bioware. And tne 
outfit appears to be fashioning a convincing update 
offering three playable characters (although who will 
favour assuming the guise of a dog remains to be 
seen) and a raft of environments whose structure 
appears more varied than those of the first MOK, 
Less emphasis on sniping combat shouid = 


тү 
тшм. 


make for more direct action this time around. = 


he playable demo that recently arrived at 
і Edge offices from Japan gave ample 
opportunity to sample Shenmue's considerably 





varied nuances. And, if it's not necessarily been a 
revelation in gameplay terms (the Japanese text 
rendering progress stilted), it has at least provided 
the most convincing testament yet to those early 
claims of Dreamcast's graphical potential: it looks 
absolutely gorgeous. It's still too early to tel 

whether or not the whole thing will gel T 


together convincingly, but signs are positive.. 1 


An audience with Ү 





AS Sonic prepares to make his long-awaited 128bit debut in the west, Edge caught up with his legendary 
creator at his R&D development facility in Japan to mull over the qualities of his most ambitious project to date 


Edge: What da you think western gamers’ 
reaction will be to Sonic Adventure? 
Е Naka: It's difficult to say. This time, 


Sonic 15 less action-onented, and numerous 
adventure parts have Deen induded. | hope 


Мау ermoy mem 


edm What improvements have you been 
able to make for the western version? 

YN: Basically, there are no big differences to 

the Japanese version. We tuned up some parts, 
and reviewed some camera views, rectified 
some bugs and simplified a few bits 

Edge: How did you handle the localisation? 
ҮМ: К was no diene iram 


the way we 
translate other games. We worked on different 
nuances and made characters speak in a very 
Some’ way. We did some auditions to find the 
voices for Sonic and the other characters. We 
taught the ‘Sonic voice’ for varous Sonic 
personalites and directed it, We also translated 
the game into French, Spanish and German, 
Edge: How long did it take to complete 
the conversion? 

ҮМ: That's difficult to answer because we 
didn't work on it full time. We started work 

on it after finishing the Japanese version, so 

it took probably four months. We needed to 
modify lots of Japanese text as there are 

50 many pieces in Some Adventure 

Edge: Where do you look for ideas 

when you're developing a game? 

YN: | think the best thing is to talk through your 
ideas with someone eise and get their reaction. 
By vile nto account other people s reactions, 
you progressively build up your game concept. 
Edge: Which aspect of Sonic Adventure 
proved to be the hardest to implement? 
YN: The п 


> 
hardware — adjustments were difficult to make 


ast difficult thing was working on new 


The whole team was working on the same floor, 


m 


so when someone in a booth had à good new 
idea, all the neighbouring staff were really 


excited about it. Everybody was really impressed 


and excited by the possibilities of Dreamcast 
Edge: Does the final Sonic Adventure come 
close to what you initially — 

YN: Cioball 


the game E very dose to what we 
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onginally planned. However, the end result 

is much bigger than we first envisaged it 

Edge: How big was the development team? 
YN: Al its peak, for about two months, we 
reached 130 persons, but normally 


Tie team 


was about 50 people strong. We had атпы! 2С 


18 
times more staff for Sonic Adventure than we 
were used to — we were а team of seven people 
when we did the original Sonit 

Edge: Which Sonic instalment was the 
most enjoyable for you? 

YN: On the first Sonic, | was the main 
programmer and | was also doing the direction, 
which was enjoyable be cause | could create a 
game from scratch without limitations. This ime 
with more than 100 peapre, things were very 
different. | don't want to work in such big tears 
any more. It is enough to do it for à few years 
Edge: Just looking at the Mega Drive 
instalments, what is your favourite Sonic? 


YN: The one | like best is the first Sonic the 


Hedgehog. But the most developed title is Sonic 
2. Is à difficult question, though. | love all my 


il aga 


games. l've worked оп more than 20 tities almad 
Edge: Which part of Sonic Adventure 
are you most proud of ? 
YN: | am most satsfed with the game's scale 
Sonic Adventure offers a huge word and many 
different game expenences. Ir s what | wanted 
Edge: What's next for Sonic Team? Is it true 
that it will be broken down into small units? 
YN: | can't talk about t There are lots of 
rumours, which | beheve often come trom 
players who want ta have part two of Sonic 
Adventure, Burning Rangers and NIGHTS, So the 
rumour that the Sonic Team split into three 
learns appeared on the Net. | domt want to ruin 
any dreams, but | am making none of them 
Edge: Is there a lot af Internet interest 
in Sonic in Japan? 
ҮМ: Yes. There's Sonic-Chat for example 
| connect there sometimes. It's very interesting, 
| can get lots of opinions trom players. 
Edge: Which Dreamcast games are you 
looking forward to the most ? 
YN: Shenmue and Seaman, surely. Vivanum 
ust finished it yesterday. It 5 software that 
ресоре absolutely must buy. New concept-based 
gares are what | want to see 
Edge: Why did you enter the game industry? 
ҮМ: | was interested by computers. | was also 
influenced by Ryuichi Sakamoto's group YMO 
and its synthesisers. When | heard that Ryuichi 
Sakamoto would make the musical Dreamcast 
ЖС | мей егу happy, as as | пас іп (теше an 
animated logo to go with it. YMO influenced 
numerous game developers in Japan = not only 
те, fes were а very Бяр | nfluence on my generation. 
Edge: Do you get a chance to play games ? 
YN: Yes, ол all platforms, | played a little bit of 
Metal Gear Solid Integral that | got from Hideo 





kama. | аво played Capcom's Marvel on 
PlayStation and | bought Shutoko Battle for 
Dreamcast and “алу Get You on PlayStation, 
Edge: In your opinion, what will make 
Dreamcast a success in Japan? 

ҮМ: | believe network games are important 


Denun are not the beal and end-all wher 


Edge: At the planning stage of Adventure, 
did you want to make it networkable? 
YN: Yes. | wanted to make an online game 
but | thought we couldn't do it in time for the 
release. so we abandoned the idea. Instead 
we made Sonic Adventure a network- 
connectable type of game. But | am really 
satished with the result because | could 
implement some onginal networkng 
features even if the game is not online 

Edge: Who is your favourite character 

in Sonic Adventure? 

YN: Sonic, of course. | also like Chao, the smal 
A-life characters simular to the ones we created 
in NIGHTS 

Edge: What do you think of PlayStation 2? 
ҮМ: ff the PlayStation 2 was less powerful than 
the Dreamcast then people would laugh. You 
need ta make people dream, but | don't believe 
graphics are everything. And | don't think it's 
normal to spend so much money on such а 
huge project to reach children. | think we should 
make cheap and enjoyable games for сізідгег 
Edge: How do you see the future of 
videogames developing? 

YN: it's difficult to зау. Recently games have been 





so graphics-onernted. But games with good graphics ) | 
are not always good games. We need to | = 


go back to the ongins of gameplay |. 








Edge spoke to five Industry insidens т four senior development figures and the editor behind the 
most widely read videogames trade weekly publication, to gauge confidence in Sega's 128bit dream format 


m Jez San 

8 MD, Argonaut 

Edge: What do you think of Sega’ 5 
progress to date? 

JS: They've struggled along, what with the 
slow take up in Japan, and even slower arrival 
of decent games (but, thank god, they're finally 
coming), nat to mention most, if not all, of the 
European-devetoped games running late. 
Edge: How important do you think the 
PC development community will be to 
Sega in the long term? 

15: Reasonably important in the short to 
medium term, especially when the similarities 
between PC and DC are taken into account 
(similar architectures, similar 3D graphics 
chips, similar performance, similar 05, similar 
connectivity, etc) with the promise of quick 
access to some decent games. In the long 
term, PC-developed games ported to DC 
won't make any difference Either DC is 
successful in the next two years, or it isn't. 
Edge: Does Dreamcast have enough 
development support to make it work? 
15; Sega has a great batch of arcade 
conversions and native Naomi arcade games 
(can't wait for Crazy Taxi), and a fair amount 
of new games (Code Veronica, Ready 2 
Rumbie, Red Dog, etc), but it's not got full 
suppart from а! the publishers in the way the 
PSX2 has. But | think they've done fairly well. 
And it's quite straightforward for the PC guys 
to port their Quake clones. To get more decent 
games on the system earlier, Sega should be 
cutting highly leveraged and big-incentive 
deals with publishers to get their support 
now, ‘cos few want to support the losing side 
and Sony looks to be the winner by default. 
Edge: What do you think of the 
console's out-of-the-box connectivity? 
JS: Sega ‘owns’ multiplayer gaming on home 
consoles, but the first decent multiplayer 
games won't ship until next year. The point is, 
It does offer a low-cost route to the Internet 
from the home, it does have à built-in modem, 
and itis trying to reposition itself as 
sega.com. | reckon they're playing their ace 
card and good luck to them, If they can 
capitalise on DC's connectivity and closeness 
to PC architecture, it might just make the mark! 
Edge: What happens when Р52 arrives? 
JS: The Р5Х2 and the DC both nave their 
strengths. The great news Is that they are very 
different machines, so don't expect to see 
many of the same games on both. It'll be up 
to the gamers to make their choice. Sony will 
say that its machine is far more powerful than 
the DC and, If you program it a specific way, 
for certain things it is. And DC will be better at 
some things than the PSX2. Variety, or perhaps 
even diversity, is the spice of life, right? 
Edge: And in the long term? 

JS: i! Sega plays its trump cards ай the way = 
multiplayer, Internet, low-cost PC-style gaming 
- then | think it has a shot. But there are many 
ways it can really fuck it all up. And the other 
guys have got a lot more cash and potentially 
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Se 


far superior machines (at certain specific 
things) than Sega to make things really 
exciting. Having huge management shakeups 
down 'to the wire' in the LIS can't help, can it? 


m Senior VP, Activision Studios 

Edge: What do you think of Sega's 
progress to date? 

SC: There clearly was a pent-up demand 

on the part of developers to create more 
sophisticated content. We're seeing some 
great early games, like Soul Calibur, Ready 2 
Rumble, and our own Vigilante 8: 2nd Offence 
and Toy Story 2. It took a while before 
developers were able to do as well on the Р5Х 
and Né4. The platform |5 a good, clean design 


machine that it may take a while for 
developers to fully exploit its potential. DC's 
best chance for long-term success is if it 
builds a constituency Іп ane or two well- 
defined categories (as the М64 has done with 
games for a younger demographic). 


Edge: What do you think of Sega's 
progress to date? 

ӨР: Sega's got its work cut out to establish DC 
as a must-Duy, bolstering player curiosity and 
confidence and re-establishing itself as a 
worthwhile brand in thé process. Іп fairness, 
Sega's pulling out all the stops, but the 
massmarket already has PlayStation and М64 


“if Sega plays its trump cards. all the way – 


multiplayer, Intern 
then I thi 


gaming - 


that's relatively easy to develop for. 

Edge: How important is the PC 
community to Sega in the long term? 
SC: I don't think that Windows CE will be the 
operating system of choice for very many 
developers. And Sega doesn't want to see a 
lot of PC ports. Even so, the capabilities of the 
DC are closer to those of a PC with a 3D card 
than to existing console systems. Some 
categories of PC games are viable on both PC 
and console (sports, racing, and firstperson 
shooters come to mind). Developers of PC 
games in these categories should be able to 
make the transition easily. How many will, 
weil, that | really Couldn't tell you right now. 
development support to make it work? 
$C: A lot of developers are taking a toe-in-the- 
water approach, but it'll need solid support 
from all the major publishers to make a go of 
it. It took the N&4 a year ar so to get that level 
of commitrnent. | expect the same will be true 
of DC. If the installed base develops, games 
will follow: it's in Sega's Interest to get a Dunch 
of good games out quickly. It should do 
everything in its power (including subsidising 
development) to make that happen, 

Edge: What do you think of the 
console's out-of-the-box connectivity? 
$C: Hard to say. | haven't heard of any must- 
have titles that use the modem yet. Again, if 
the installed base develops, those titles will 
surely come. It's a good decision to have the 
modem as a standard component, though. If 
it were a peripheral, the critical mass to 
support multiplayer titles might never develop. 
releases its next PlayStation? 

SC: It can survive with enough installed базе 
and à couple of dozen high-quality games. 
PSX? games will ultimately look better than 
DC games, but the PSX? is such a complex 
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and a wealth of software. The PlayStation has 
quantity and the Nintendo 64 has quality. DC 
is likely to end up considered no more than 
quirky. Sega's making extensive use of the 
bright, strong icon - not a geometric shape 
tor callection of them even) but a simple, 
hypnotic spiral comparable in quality (and 
‘memorability’) to Sony's iconic branding. But 
what eise? As a player, why should | care 
about the DC? Because ! Сап race in a Sega 
Rally instead of а Colin McCrae Rally? 
Because | сап have an adventure with Sonic 
the Hedgehog instead of Mario the plumber 
or Crash the Bandicoot? Where is the 
irresistible urge to buy DC? When it comes to 
the crunch the programs always come first 
Edge: How important is the PC 
development community to Sega? 

ӨР: it's certainty useful in the short-term, to 
help estabiish a more fulsome software library 
Developing for the PC i$ a pain in the arse at 
the best of times, so the possibility of yet 
another version of the same software, but for 
another platform and for minimal additional 
effort, is alluring. Even so, the conversion 
process isn't a simple matter of scooping out 
one shell and dumping the contents Іп” 
another. Tne digital toyset has to be craftec 
from two different materials, and the more 
dependent the toyset on the abundance of PC 
fabric, the more work is required to rework it 


= 


to suit DC fabric. It doesn't help that while the 
DC technology stands still, PC technology 
continues to accelerate. No matter how much 
Sega relies on the PC development community, 
Sony has an PlayStation development 
community to continue Its existing work on 
PlayStation and extrapolate when ready. 
Edge: Does Dreamcast have enough 
development support to make it work? 
And what should it be doing to bring 
more properties to the format? 

GP: Properties such as what? The wealth 

of sequels on established formats? A more 
accessibile price port for hardware and 
software? Sega needs d'gital toysets that are 
only accessible through DC. Or perhaps а 
miracle tool suite to make Îî easier to build 
and exploit digital toysets in the first place. 
Edge: What do you think of the 
console's out-of-the-box connectivity? 
GP: On the face of It, convenient console 
connectivity is exciting: the possibility of 
playing games against remote opponents, 
perhaps for the first time ever; whole new 
worlds out there waiting to be discovered, 
most of them beyond what 15 considered the 
console's traditional function. But then what? 
Emailing friends? Trawling the Web for muck 
that can't be stored locally? Tying up the 
telephone line for hours on end and running 
up ever-increasing bills? Arranging meetings 
in virtual space and competing in clunky 
representations of evolution = imbalance fights 
to the death? Whoopee. 

Just as in the real world, too many players 
can spoil the fun; too many extreme, inept or 
unpredictable players can spoil the fun for 
those who take it all too seriously, (Who can 


GP: it will enjoy cult success. But who beyond 
the affluantand the hardcore needs one? And 
as anything other than a stopgap until Р5ҳ27 


W Denis Hassabls 

ш Founder, Elixir Studios 

Edge: What do you think of Sega's 
progress to date? 

DH: A lot better than many expected, It 
should have probably started pushing the 
format a little earlier. it had а good ЕЗ, though, 
Edge: How important do you think the 
PC community is to Sega? 

DH: We'll continue to see a lot of ports from 
PC to DC simply because it's relatively easy. 
While this extra support can't be a bad thing. 
it won't be those titles that make or break 
the machine, it will be the games that are 
exclusive to DC, games like Shenmue. 

Edge: Does Dreamcast have enough 
development support to make It work? 
DH: DC does have an impressively large 
roster of thirdparty developers. 1 think Sega 
At the end of the day, no matter how good 
your machine is, it's the games that count. 
On this front Sega is bending over backwards 
to help developers as much as possible, 
Edge: How much support will Elixir offer? 
DH: We're watching events carefully, We're 
looking into the technical implications of 
converting our first title to the format. 
Beyond that, who can say? 

Edge: What do you think of the 
console's out-of-the-box connectivity? 
DH: | think that DC's online support is the 
Single most exciting thing about the machine, 


"It's hard to see Dreamcast as anything other 
than a Milky Way: а snack ё toc consume Берксеп 
PlayStations — without ruining ғ z 


forget the selection process in school team 
sports with the final, pitiful choice of unfit 
misfits?) It's not an issue of how many players 
Dut the right kinds of players. What about the 
unfit = those without highly developed "virtual 
awareness T How do we cater for the novice 
and the hardcore in the same? Segregation? А 
class system? Artificial opponents — carefully 
considered and choreographed players - are 
far more controllable and potentially balanced 
than rea! people and could be built to ensure 
that players more often than not have a good 
time. It really i$ the taking part, not the winning 
or losing that counts. 

Edge: What happens when Sony 
releases its next PlayStation? 

ӨР: it's difficult to see DC as anything other 
than a kindof Milky Way: a snack to be 
consumed between PlayStations — without 
ruining appetites. 

Edge: Overall, how do you see the 
machine's prospects? 





if Sega makes full use of this it could be the 
key to its success. However, it needs the 
right games to take advantage of this 
capability and I'm not sure they have this 
from what I've seen so far. 

Edge: What happens when Sony 
releases its next PlayStation? 

DH: It's going to be a very tough time for 
Sega. | can't see Sony losing their grip on the 
games market. 

Edge: Overall, how do you see the 


ъ 


prospects of Sega's new machine? 

DH: Much better than | first thought, but Sega 
Still has a very tough бае ahead. it really 
depends on two things. First, it needs to get its 
killer app games, like Shenmue, out in time. 
Second, it depends on whether these games 
are as groundbreaking as they're promising. 


в Stuart Dinsey. 

m Editor, МСУ 

Edge: What do you think of Sega's 
progress with the format to date? 

SD: Globally, it's Deen а Siow start and some 
developers seem to have made their minds 
up aiready, which is а worry. In the UK and 
Europe, the machine still hasa window of 
Opportunity The people in charge haven't 
done a lot wrong and consumer demand 

is definitely building. 

Edge: How Important is the PC 
community to Sega in the long term? 
SD: | don't think that this ‘бох’ is the be-all 
and end-all of the DC brand. PC developers 
Could be key, but they need to be wooed a 
litte more than they have been to date. 
development support to make It work? 
SD: Sega knows It can make very good games 
itself and likes to control secondparties (for 
'co-published' games) rather than invite in 
countless thirdparties. | think Sega wants to 
make as much money as it can from DC 
software, so you can sort of understand it 
wanting to dominate the software available. 
Sega Japan also still doesn't understand the 
importance of the European development 
sector yet - or European gamers’ demands 
for Euro-developed titles. 

Edge. What do you think of the 


SD: Not world-changing, but also not folly. if 
you were launching against the PlayStation, 
wouldn't you highlight the bit that's different? 
Edge: What happens when Р52 arrives? 
SD: | think this |5 DC v1.0 and the technology 
will evolve. Sega's links with Microsoft and, 
more recently, BSkyB point to the future. 
Edge: And in the long term? 

SD: The important thing for Sega is that 

this traditional box launch version of DC is 
successful enough to provide a launchpad 

for Sega into 2000 and beyond as a format 
owner, If not, as everyone has been saying for 
$0 long, it could end up being just à games 
developer itself. | think there are enough huge 


“companies out there, who don't want Sony to 


have things all its own way, for some very 
interesting partnerships to emerge. But DC 
must position itself as a format for the future, 
one that can be shaped and moulded to the 
needs of tne consumer, not just an interim 
games console that fills a hole for a few 
gamers until Sony and Nintendo blast back 
with new systems next year. 
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ne РС is equally cursed and 
T blessed With its connechyity 
and large (writable) storage 


mediums, any piece of software has the 
potentia! to evolve after its initial release. 

That fact alone lends itself to 
certain abuses. 

By any rationale, the PC remains 
the least accessible gaming platform, 
But, make no mistake, publishers and, 
to an arguably lesser extent, developers 
are guilty of perpetuating this sorry 
situation. Given the choice of tweaking 
an unstable beta or meeting 4 
publishing deadline, many software 
house execs almost forget the gold 
disc in their haste to reach the 
duplication piant. From their 
perspective, there is no great quandary. 
The penalties for missing an in-store 
deadline, after all, far outwergh almost 
any degree сї buyer ire. 

The point has been made before, 
and it remains a quintessential truism: 
dedicated garners аге a remarkably 
forgiving breed. Faced with what 15, in 
effect, a bugged beta, many are inclined 
to stoically wait for a patch, via Internet 
or covermounted CD. Such people — 
and Edge recognises its position among 
their ranks — are often irked by the task 
of wrestling Windows into shape or 

downloading fresh drivers 


e. ПБА eol те 


j бекш Басе with whatis,in effect; aiBugged beta, 





boom, console manufacturers — led by 
Nintendo s inaugural example — have 
been keen to maintain a reasonably 
high level af standards. A graphical 
glitch may be forgiveable (especially 
with the ageing 32- and 64b 
consoles), and а gameplay flaw open 
to subjective debate, but a crash bug 
borders on the criminal. Indeed, Sony, 
Nintendo and Sega understand that 
while poor software is a problem, 
bugged (or generally glitch-ridden) 
games could have an irreparable effect 
on the reputation of their machines 


Suffering in silence 


There 15 по one entity tà blame 
if a PC game is bugged, and no real 
recourse to be had. If an Eidos game is 
rife with glitches, will à gamer boycott 
future releases? Of course not. The 
insidious, awkward nature of this 
problem is that — bar the occasional few 
who can't get a titie to run at all — a 
bugged game can still be played and 
enjoyed. its prefix flaws may be 
frustrating, and cast à pall over 
proceedings 85 a whole, but they 
remain impediments rather than 
outright disabilities 

if examples of games that needed 
extra time in development nust be 
cited, rather than an after release 
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тапу are inclined to stoically wait for a patch 


in order ta play a game. ‘They can, so 
they will, appears to be a rallying cry for 
publishers too numerous to mention: 

There may be a few complaints. 
And yes, the consumer helpline staff 
might ieam to loathe the merest 
mention of game Х But with jew 
tangible consequences that a software 
house can renably measure, patches — 
in their eyes — aren't merely the 
executables that repair bugged copy. 
They are the device that removes a 
potential hiatus between developer 
and duplicator. 


Plaguing platforms 

Histoncally, crash bugs have blighted a 
shocking proportion of computer 
software, Having observed this, and the 
obvious mistakes made dunng the Atari 


overhaul, then Battlecruiser 300040 
must open the proceedings. 

Three things marked out Gametek's 
space combat sim as a game to 
remember: its sheer scope, its 
complexity, and its bugs, although not 
necessanly in thal order. Alter numerous 
fixes, it was finally wrestied into a stable 
form. Of course, by this point its active 
shelf life had long since expired. It's 
interesting to noté that its developer 
later regained full copynght and the 
entitlement to market the product — the 
ол па! contract, and the tale of how 
that happened, would no doubt make 
interesting reading — and has offered 
the full (patched) garne to various PC 
magazines. The latest news 15 that 
Battlecruiser was to be made available 
as a free download. As one wag 
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^ Geoff Rens 
m SCEE 


Head of QA at SCEE, Rens is 
surprisingly sympathetic with 
his peers in the PC marketplace, 
as Edge discovered... 


exclaimed at the time; "If they d done 
that in the first place, and charged for 
the patches, they'd have made а mint" 

it Battlecruiser 3000AD is infamous, 
Ritual Entertainment's Sin has become a 
legend in its own load time. Its orginal 
commercial release, notwithstanding 
crash bugs and other issues, nvalled Bbit 
tape-based ‘multload’ games in terms of 
t a simple 
cut scene would take an age; the sheer 


delays between levels. To boa 
agony of staring minute after minute at 
an inert screen simply beggared beliet 
did, after all, use the Quake // engine 
And Quake JÎ isn't too slow to load, is it? 
It was unfortunate that forays into 
Sir s mid-to-later levels were near 


unbearable, The reason was simple 
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QA appear to be more thorough 
than its PC equivalent? 

GR: It's a bit of an unfair question, 
really, because PC games are 
generally aimed at à different market, 
especially with regard to age. There 
are good and bad games an both 
formats, however the console user 
may end up with à game less likely 
to contain problems. The main reason 
for this is the use of patches, etc, 
because of the huge amounts of 
different hardware specifications 

and а! of the various drivers and 
their updates. іп some cases a patch 
may be required опу because of à 
driver update and is not down to а 
problem with the actual рате, It's 
virtually impossible for PC developers 
to make their titles run flawlessly 
with every type of hardware 


they were. proportionately, more difficult. 
To retum the player to their last saved 
point, or the start of the level, it would 
seemingly reload the entire level. To 

fix this (and many other) problems, 
players were required to download an 
18.57Mb executable 


Making the best of a bad deal 
‘Compatibility’ is a favoured retort of 
publishers and developers alike when 
the stability of their code is called into 
question. You can't help but feel cynical. 
Granted, there are many pieces ol 
hardware that people can own, from 3D 
cards to processors. But surely it is the 
responsibility of the publisher to check 
such issues if they intend to market their 
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Another point i5 that because 
ot the compatibility problems PC 
developers have always had, tne 
average PC gamer now accepts the 
situation and is not surprised when 
a patch i5 required. Although they 
may not like it, they possibly accept 
this as a fact of life, and uniess PC 
specifications become standardised, 
| doubt whether it will change 
Edge: Do you feel that, if the 
option existed to use patches 
with console games, publishers 
would abuse that fact? 

GR: It's probable this could happen, 
although I'm sure none of the PC 
developers/publisners wish their titles 
to hit the shelf containing problems, 
However, there are numerous issues 
other than clean game code that may 
have to be taken in the decision 10 
release a titie. By answering a definitive 


ttle to an entire market. Naturally, if à PC 
owner has a woefully abscure or dated 
device, it would be wrong to expect 
native support within each and every 
game. But is it too outlandish or 
unfeasible a concept for publishers to 
supply their QA departments with a large 
range of representative PC hardware? 
Braveheart, a recent release (see 
E74), is a classic example of inadequate 
hardware testing. After installation, it is 
suggested that first-time players read 
a provided text file. Among other 
concerns (it has crash bugs), it 
suggests that owners of DVD-ROM 
drives may encounter 
difficulties. Its proffered 
solution? 'D:sable the 





үтте feature. Rebellion’ 5 save-gunie pateh for Aliens Vs Predator | 
came after a huge amount of consumer feedback 
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to its 


Battlecruiser 3000AD was released for the Xmas 


programmer, 
rush, in a highly unfinished state. Its first boxed version was 'unplayable' 








‘yes’ would be extremely unfair when 
you don't know all the facts. 

Edge: What steps, іп your opinion, 
are needed to Improve the overall 
standard of PC games (in terms 
of stability, not requiring patches, 
etc)? Can publishers and 
developers of PC titles learn from 
their console-orlented peers? 

GR: As before, unless PC compatibility 
becomes standard, | don't feel the 
sue of patches and stability wil 

ever go away completely. This is the 
one big advantage that thé developers, 
publishers of console-based games 
have; 1hey don t have to worry about 
compatibility and they have set 
standards to adhere to, making it much 
easier. If PC gamers are so unhappy 
with the situation regarding PC titles 
апа patches, maybe they snould 
consider gurc! asing а PlayStation 













game port on your sound card. Edge 
duly performed this task, yet still 
encountered drive-related annoyances. 
Even with music turned ‘сё, Braveheart 
continues to 5 
pace. When removed fram the drive 
after a modest duration of play, it is 
hot (rather than warm) to touch 


ріп its CD at an alarming 


Worse, doing so with the game 5011 
running — a reasonable demand to 
make Tom à game with an install 
af over 400Mb — renders it almost 
unplayable, with intermittent pauses 
locking’ you out 
A patch is, undoubtedly, in the works. 
Appeal s Outcast is another title that, 
Dy its own admission, may not work 


comfortably with certain hardware, In a 
special chart written to help owners 
alleviate problems, Appeal details 
potenbal fixes for various flaws. Some 
require tne disconnecting or disabling of 
devices. Outcast is, without question, a 
fantastic title, and one of the most 
enjoyable PC games in recent years. But 
actually petting the game to run, even 
with its two patches (combined size: 
ТОМЫ) can be a trial, This lessens the 


impact of an otherwise excellent titie. 


Stop, look and listen 
Gameplay fixes are a welcome, 
yet peculiar breed 


with code-repainng patches at the 


Orten included 


behest of the public, they vary from the 
basic to the heavy duty. For TOCA 2, 
Codemasters addressed a number of 
minor bugs Іп a modest downloadable 
Ше. Included in the list of enhancements 
and repairs lies a particular gem, On 

the Brands Hatch course, at the bottom 
ol Paddock Hill (you approach it from 


1 


(he start line), эла 15 an awkward 
stretch ot Dumpy track. Unless your 
slow down 


racing line is perfect, or you : 


n advance, this leads to frequent 
spins — especially with a digital contra! 


method. Noting feedback, Codemasters 
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Championship Manager 3 


© Oliver Collyer 
E Sports Interactive 


Co-founder of Sports Interactive, 
and a founding father of the 
Championship Manager dynasty, 
Collyer is a flerce advocate of 
supporting, and addressing, the 
requests and suggestions of his 
games' many fans. For him, the 
after-release patch is a way to 
sustain the interest of players 





Outcast: great game, unstable 
code. Is it amy wonder that its 
bugged review beta was maligned? 






made this stretch of track slightly easier 


to negotiate. 

Sometimes, what appears to be a 
tiny tweak can make all the difference. 
А former Zzap! 64 staffer once told Edge 
that after a visit to Sensible Software to 
view the first Amiga version of the classic 
Soccer, he was less than impressed. At 
around two or three weeks prior to its 
publishing deadline, he felt it was 
nothing special. In the intervening time, 
Sensible tweaked its code in small, yet 
significant, ways. The rest, as it's said, is 
history, Games are, admittedly, far larger 
these days, but seemingly tiny 
enhancements can still change the way 
a game plays. EA's FIFA Road To World 
Cup 98 enjoyed a favourable critical 
reception, but few saw fit to mention 
its CPU teams’ affinity for shooting 
from ridiculously long range. Buyers, 
however, did, and EA released a patch 
that reduced its Al code's affinity for 
Beckham-style chancing. The result? 
A far mere enjoyable solo game. 
Sometimes, a patch can offer an entirely 
more integral feature. Rebellion's release 
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Edge: Did you have to debate with 
Eidos about your free monthly 
updates? After all, some might 
think this could damage potential 
sales of the seasonal updates. 

OC: To be honest, we just did it. | don't 
think it does harm the sales of new 
season update discs, though. We think 
that it actually complements them. 
People can buy the original game and 
keep on updating it, and it keeps 
interest alive. We believe it makes 
people more inclined to go out and buy 
а new versions think the worst thing 
you can-do is to Just release à game 
and then leave it; to not even 
communicate with the people that are 
playing it, Obviously, you hear of 
compatibility problems and a few Dugs, 
but people also make suggestions an 
how to improve the game. Sometimes, 
you just don't discover play issues until 
a quarter of a million people have 
played it. You have to listen to what 
people are saying and to improve 
things where you can. 

With a football game, the database 
is almost always out of date. We want 
someone who buys CM3 to be able to 
go to a Website, or a magazirie 
coverdisc, to download the most 


of a save-game patch for Aliens Vs 
Predator came after a huge amount of 
consumer feedback. Although they 
evidently did nat want to include the 
aption, a compromise of three saves per 
level appeases players, while remaining, 
in part, true to its original vision. 


In praise of patches? 
Is a patch that offers a solution to 
gameplay issues a praiseworthy thing? 
The answer must be yes. Subjectively, 
it's easy to point out the flaw in the 
original build, and suggest that better 
playtesting may have led to its repair 
pnor to release, And, while the topic of 
wildly beneficial mods and patches is 
explored elsewhere in this article, play- 
related fixes can be hugely beneficial, no 
matter the standard of 
the prerelease QA 
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current information, And that's largely 
because if we were buying and playing 
it, we'd want the same opportunity. 
Edge: Do you think that publishers 
appreciate the ‘community’ issue? 
OC: No, | don't think they do. Id keeps 
a good presence on the Internet, and 
Alpha Centauri has a fair amount of 
support, too, And it's really important 
to do that. There's a lot more to it than 
simply setting up a few Websites and 
letting people get on with it. For 
example, | think it would be cool in the 
future to make the database updates 
automatic When people start a new 
game, they could be given the option to 
download all the new player data. 
Edge: A number of publishers are 
at present considering macro- 
payment systems, where they 
could charge for gameplay-related 
updates via the Net. Is this 
something you would consider? 
Oc: That's a tricky one. It's hard to 

say what people would pay for 

without any gaod examples ta look 

at. But | do know that it's something 
that we wouldn't want te do, | mean, 
we'll do new season updates [via 
traditional retail channels], where we 
substantially update everything. That's 


The entire patch debate is a double- 
edged sword. 

Take Anna Kournikova's Smash 
Court Tennis, for example. Considered 
by many devotees as one of the 
PlayStation's finest multiplayer games, it 
has two infunating problems. The first is 
that player one always begins a match 
with а serve from the bottom of the 
screen. Worse, though, is the oversight 
that leads to a similar state of affairs 
during tie-breaks. As everyone to have 
played a Smash Court game will recall, 


this is а sizeable handicap for player two. 


Were it a PC title, a patch to remedy this 
oversight would be par for the course. 
It's not the actual bug fixes or 
gameplay patches that rile PC owners, 
it's the perceived complacency of the 
companies that appear to rely on them. 
When the first 3D accelerator cards 


16 leagues, all the competition rules... 
it's a big, big task, and it takes a lot 

of time. And then adding many 

other ennancements - | think we're 
justified in charging for that. But if 
you're just tweaking bits here and 
there, and adding a couple of extra 
bits, weil, that’s something you 
should do for free, really. 

Edge: You seem to have a similar 
philosophy to the developers at 
Valve. When you look at how 
Team Fortress has complemented 
the success of Half-Life, it's hard 
not to admire their attitude to 
their audience. 

OC: It was a really good thing for 
them to do - they could have charged 
for that, and possibly got away with 

it. But they chose not to. That will 
stand them in good stead for their 
next game because people will be 

sû pleased with what they got. You 
spend your money on Half-Life and 
then you get Team Fortress, too, 
you're going to think you've got a 
really good deal. it's a long-term 

view. The problem is that too many 
publishers just look to their next 
financial quarter, and can't see 

any further than that. 
















were released, many companies — 
understandably — rushed to release 
add-ons that provided support for a 
variable number of boards. Was it at 
this point that patches started to 
become the rule, rather than the 
exception? Looking back, it certainly 
seems that way. 

Bug-riddled games are, more often 
than not, lambasted by PC magazines. 
The over-reliance an patches, toa, 15 a 
popular subject for editonals. However - 
and this is a significant point — such 
criticism tends to be levelled between 
one and three months after their original 
review. Part af the problem is that PC 
magazines are often obliged to review 
a beta version of a game. They could 
wait far a final version, but a packaged, 
published game will rarely be а much- 
coveted ‘exclusive’ It's the lesser of two 
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gameplay patches that rile PC owners, it's the perceived complacency 
ofthe companies that appear to rely on them 





Smash Court Tennis 2 (left) is a console 
‘fix. Champ Manager 3 (right) benefited from after-release support 








me that begs a simple gameplay 
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Edge: How do you address game publisher standards, 
the problem of compatibility has a remarkable track 
at Codemasters? record with QA standards. ЧГ 
: | 3mpatibility PC: | think it relates to the fa week. He gives me a iot 
- WIN manager. and his sole job is to took nat Cooemasters i 8 шс We don 1 about v кын DOODe dre 
x 3t PC-related problem: forks have to release games for the run part cular games 
something we can cha апре. we'll 


~ corpora ате that | inta 7 пап 
са Ыы 


д i y v like that. We wil 

Colin McRae Rally 2 got good working relations with 2 we feel it's not right | Edge: in your opinion, should 
number of hardware manufacturers Edge: How Important is after- there be a disparity in the 
and they check all new devices. He development support? For standards and stability of 


в Peter Cardwell runs installation tests, with a variety instance, Edge heard that you console and PC releases? 





п Codemasters of configurations, with other software received a number of calis on PC: [Laughs] Good question. And 


packages that people might һауе the subject of Paddock Hill in жегу difficult o answer. Pauses] 
Codemasters has acquired an the systems files and registry, all the Brands Hatch course... | think that tf nes do, unfortunate 
5 









enviable reputation as a producer that kind of stuff. We've also got а PC: We get Customers phoning in work that way = simply because of 
of tap-quality software. A lesser Yumber of machines Saeed тот jr using the Website, and they say, the variety of hardware that exists 





known, but impressive aspect of that sther countries for localisation tests ‘Oh, my car always does that, at that out there. But, at the same time, | 
success, |5 the stability and polish of They are › lef in their ©! rigina State as particular bend." Now, Ir might be that don t think that's an excuse for 
its PC releases. Edge spoke to QA much as is possible the game physics are okay, and that Software поцѕаѕ to Sit pack on their 


manager Cardwell to find out more Edge: Codemasters, by PC people just aren't slowing down to laurels and treat the PC any differently. 
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Patches that act as bug fixes or offer example of Half-Life. Lauded as an Community service 
minor gameplay tweaks ane now a exemplary piece о! singleplayer gaming, Had Valve charged for the ТН 


mainstay of PC gaming. For some its multiplayer aspect was almost equally download, would it be even nearly as 





developers, though, the process of compelling. Within a short penod of popular? It's doubtful. By forgoing the 
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the consumer-pleasing potential | expenences, tnis game-ennancing 
of making simple game fixes. yde is distributed via Internet and 
Sierra's Grand Prix Legends mua 
(top) also impressed gamers қымет алыл ? 
after several enhancements патгану, 15 ivanabry пеп шеш: 1пеѕе 
were made available post-release extras are genuinely free 
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sues within the industry at present. 


Fs 
netheless, а number of developers 
and publishers alike are considering the 


passibuties oT Charging for what, at T rm we 
present, are free downloads. Aware of Games that auto patch will no "Dm 
doubt become more common with 
rnin EC кашы copie $ the advent of ADSL. It works, as 

Omne, Mendian 59 and EverQuest its Ultima Online and EverQuest show 
fast becoming apparent that consumers 


the subscriber- based success of ШТО 
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E Andy Robson 
© Lionhead 







Erstwhile Bullfrog QA supremo 
Robson now plies his trade at 
Lionhead, where he finds working 
for an independent company 
leads to fewer compromises. 

The programmers are as slippery 
as ever, though, he claims 














right to charge for its work, Valve has 
arguably gamered a greater degree of 
profit. First, it has whetted appetites 
for the forthcorning Teom Fortress 2 
Second, its reputation as a developer 
has risen inestimably in the eyes of 
players. And last, but not least, Half- 
Life's online presence — in terms of fan 
pages, clans and the like — has grown 
further. There are countless other tinge 
benefits, of course. 

The same can be said of Total 
Annihilanon, Cavedog s critically 
acclaimed debut. Not only did Ron 
Gilbert's team take. great саге to make 
the title expandable by users, but they 
also contributed to the process 
themselves. With new units and maps 
released оп ап almost weekly basis 
for à time, the replay value of TA 
was boosted several times over for 
dedicated fans 

Championship Manager 3, too, 
benefits from the not entirely 
commercially oriented sensibilities of the 
Collyer brothers. The first Championship 
Manager was programmed in BASIC for 
the Amiga, for the soie reason thal no 
one had created the football 
management game that they wished to 
play — so they made it themselves 
Domark swooped to publish it, and it 
now represents arguably the second 
most significant franchise in the Eidos 
portfolio. It's refreshing, then, to note 
that the CM3 team make monthly 
updates - with player-requested fixes, 
minor alterations and database updates 
— that сап be downloaded from the 
Web. Part of the success of the CM 
series is its seasonal updates, which 
aften retail at around the £20 mark, By 





Edge: It's hard to put this 
delicately, but you have a bit of a 


in the Lionhead offices... 


AR: ILaughs] Yeah, “Gestapo Robbo: 
they call me | have a love-hate 
relationship with people here. The 
only way to get things fixed 1510 
keep on people's backs But there's 
nothing worse than making people 
hate you, because then they won't fax 
things when you ask. You have to 

be careful with how you treat people. 
Again, it's important to паме a iaugh 

| do things like "Worst Programmer 

of the Week', where everyone can 
see wha has the worst bugs. And 
people fix things without me having 
10 say anything. 


Edge: Do you need huge strength 


of character to do your job? 
AR: Definitely. You have to have good 


communication skills, without a doubt. 


Programmers are iust the worst, they 


fob you off with so many stories – "It's 


Windows,” or "It's his bug not mine,” 
and so you get this vicious circle of 
trying to track down the përson 


responsible. And it's always the person 


who told. you that it wasn't theirs. 





effectively offering most of its content 
tor tree, it could be argued that they 
are damaging sales of these upgrades. 
But what of the genuine sense of 
community that ther generosity helps 
foster? Can a value be applied to that? 


Astitch in time... 

Itis unreasonable to expect that the PC 
market could ever become a bug-free 
utopia. Many observers, for example, 
cite the pressures af being listed on 


the stock exchange as ample reason for 
the early release af inadequately tested 


games. The larger companies, И 15 
argued, have a duty ta shareholders or 
investors, If they promise to release а 
number of games within a financial 
quarter, failure to deliver the goods 


AR: What it boils down to is publishers 
wanting to get products out within 
те quarters. it's ай, "We want this 
game out now = If its three montis 
iate, how marry sales are we going 
to lose?^ So they put the game out, 
saying. "Oh, we'll do а patch." 
Sometimes, the patch is being 
written while they're actually 
manufacturing the CD. 5o by the 
time the game comes out, the patch 
arrives at the same time. 

When | worked for Bullfrog — for 
four-and-a-haif years - | did à lot of 
titles, And we got sick of doing patches. 
You've been working on a game for 
two-and-a-half years, and then you've 
got to do a patch for it = well, why not 
just wait until it's all done? People get 
their hands tied behind their back by 
publishers, The difference here at 
Lionhead is that а game will not go 
out until it has got past me. 

Edge: Do you think that publishers 
should re-evaluate the way their 


Better still, servicing the needs and 
wants of a user base enhances the 
reputation of a developer. With the 
industry's (perhaps predictable) 
fasanation with the franchise, surety this 
is a direction that every publisher should 
consider? Even Core, despite the 
runaway success of the Tomb Raider 


series. has seen ht to offer extra levels 


playtesting departments work? 
Couldn't it be argued that 
someone checking for bugs will 
be ‘testing to destruction’, rather 
than playing it like a gamer might? 
AR: That's another thing that we do 
here. We һауе a constant flow of about 
four or five people in every week. 
They're from ай around the worid, and 
they're fresh eyes for me every week. 
I've been doing this for years, and 
simple things might pass me by - | 
might not, for example, find it hard 
to scroll around the map. But 
someone else might.come in and 
say, "Look, this i$ awkward, it annoys 
me" And we find these things out, 
because the people playing it are 
the people that will buy it. 

Getting the interface right is 
just as important, too. We've started 
the help system now. So, think: by the 
time the game comes out, we'll һауе 
nad around 1,000 people play it. And 
they will have said, "Oh, | didn't know 
how to do that." Well, we've put all 
that in so that similar people will 
know how to do it. That's how perfect 
we want Black and White to be. 


bugged games (like Sin), and heavily 
supported games (Half-Life 


for example). Disregarding the overall 
quality of bath titles for a moment, 
which sequel wall player X feel most 
inclined to buy? 


PC games: they do exactly what they 


say on the readme txt in V1.04 
Or was that V1.07...? 





could lead to commercial consequences. 


Total Annihilation (left) puse a vA amount of Internet support thanks 
to its many add-ons. Will Kingdoms (right) see this strategy resurrected? 


But that argument, 
perversely, appears to 








disregard the fact that said companies 
also publish console games. Granted 
developing a PC game introduces а 
variety of compatibility sues. But, 
taking the example of Codemasters, 
a reasonably small team of dedicated, 
tech-savvy specialists can solve this 
problem. Better ОА comes at a cast - 
but isn't its ultimate worth higher? 

А crash bug can kill mterest stone 
dead in an instant. But а modification, 
extra track, or suchlike, can prolong it. 


= 
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ME бая fof à tis MEIA VLS Total 
Annihilation was boosted several times over 


for the first two episodes as free 
downloads — a simple, yet effective way 
of maintaining fan interest 

Patches, their usage, and their 
potential, remain a contentious point. 
Publishers dislike using them as bug 
fixes after a rushed release, but do so 
regardless; wise developers use them 
to senace and please, to foster а 
community, but are exasperated at their 
publishers' ignorance of how important 
this can be. Meanwhile, the player buys 
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hes re êyan where and ail around us. те 


meet them in the supermarkets and in the 





newsagents We nobce them on adioming 


tables at lunchtime restaurants and we spot them im 


eir cars. We recognise one traveling by bus 


he venerable town of Guildford looks innocuous 

enough, but Edge senses a shifting presence among 

| | PII " ij the shop assretants and white-collar workers. A sient 
Шы! TT Шы ! i - s ^ he shop assistants and white-collar workers ыеп 
„кыш | шм! шін | subspecies has nsen up among ther ranks, like the | | 
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They look the same — only they're paler — and 
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n Meck o OF: ате : 242 19% they walk the same — only with a little less purpose, 
TT 


LG ДІ: Із ald ga - ce ج‎ АУ ы dum Their eating habits are erate and they are often only - 


recognised when they're aut in force ел 


ji Т! 


ШІ" rir | кыре. DECUS АП A i - . 
sjal l . | j For those in the know, their ten-year presence has асл 


transformed the name of this staid commuter town. = 
MU TM ill "They are corrupting the youth," Guildford's good | 
burghers might cry. "Their diet is poor and they've seen 

"Star Wars’ five times," Guildford 5 worried mothers 
might lament. if they knew they were here at al 


" ii 
nen M They are the spawn of Bullfrog and their number 


IMP m E _ T yT is legion 


"You ve got to remember that the thing I'm most 


proud of isn't the games at all — it's the teams who 


made them," says Peter Molyneux, the first father of a. 


іле first Guildford studio, Bultrog. When you | 


Е. 


going to work every singe day, these are the mends 


в ре | ғаһ FEX ға mm wrth permet fruc 
that ак tjg These are the Пер MI eS Dec ТОГ VOU = 


they re the ones who really judge you’ 
im Fo Eum 4^ zd d d ғ т. hae? Plsw- | 5 м ‚ч 
LUTE ІП ЈО ТН ШЕ + OTE Bill YOU re 
an unremarkable commuter town about 30 minutes 
south of Lon ut Edge has visited again and again 


and has witnessed the community within the 
cCoOmmurnty nere 

You see, Guildford is stuffed with game T5 A 
developers. Nowhere else in the UK will you find 300 
game developers working in such close proximity, But 
i's the explosion of companies here, rather than 
employees, that really makes Guildford an unlikely 
answer to San Francisco s Bay area, or the firstperson 
үүнү i | party people of Dallas, or Nintendo's Kyoto stronghold. 2 
ШШШ [ Guildford didn't ask far them, nor have they 
sprung unbidden trom the water, They're largely here 
because of the biggest frog in the pond, Bulltrog, the 
legendary game studio that Mohyneux and Les Edgar 
founded in 1987 

Since Molyneux and Edgar sold out to Electronic 
Arts in 1995, nearly ай of the Bulifrog originals have 


hopped off to start their own companies — including 


their former bosses. Molyneux founded Lionhead after 
лге тй ГІН Sew Buy m Рис апа = = 
ПИ ИСНЕ Т CTI LULA Ри 1 Каре М5 І house. LU dd LULuLTI 
oi П or generals promptiy jumped ship to found 
Mucky Foot. Since then, ex-Bullfrpg stat! have founded 


Ed ы: Tes E = Th ғыз "ғ > 
е DOL LOS OS, and ат тазы one тоге 


secrecy). Most recently, even Les Edgar — who 
remained at Bullfrog as managing director — has 
departed to seek pastures new 

There аге also ‘unrelated game developers in 
Guildford. Simis, best known for its PC flight sims, and 
Creatve Assembly, working on the promising Shogun 
Art of War, are just a stone's throw too far to be true 
Guildford sons. But Critenon Studios is slap bang in 
the middle of town and, with its sister wing Criterion 
Software, houses the most developers in the area 
outside of Bullfrog 


Guessing the worth of these companies is 
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Bullirog founders Peter Molyneux and Les Edgar 
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Founded: july 1997 


LOCO: Surrey Research Park, Guildford 
Stair 17 

Ex-Bullfrogers: Six (35 per cert) 

Gulldford natives: Mane 

Previous games: None 

Upcoming. Black and White 

Biography: The talent-stuffed studio that Peter Molyneux 
БЕП up after Quithng Electronic Arts. Black and white will 
be published Gy EA 

Favourite pub: Scrutfy Murphys 

Best thing about Guildford: Its close to London without 


n 4 à "oma "LS a 
ta distractions,” says Peter MOTEL 


Worst thing about Guildford: "it's got toa many shoe 


shops tts got 26 5noe shops and | only buy one pair ої 
OS емету ver ier isn't earthy enouen gadgsety 
Shops, or even art shops. 


Best kept secret Gulldtord nas the boppest 


Sports cenre mn Europe, accorümg to опевао = 
Fn T URS att, ттр 


“We once had a serious vote on investigating a Ove to the States. 
We thought, we could Be sitting on some Caribbean beac 


we here in Guildford with the sft Weather?” Peter Molyneux, Lionhead 
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Founded: March 1990 


Location. Upper High Street, Guidh 
Staff Fiv 

Ex-Bullfrogers: Five (100 per ceri 
Gulldford natives: Three 

Previous games: Nona 

Upcoming. One prosect due Christmas 2000 


Biography: The most recent break-off, and currently 
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Favourite pul. The Jolly Farmer 
Best thing about Guildford: Tha Royal Oak, which 
seryes 17 different types of sausage where varying 
number of Bullfrag staft-- meluding all the Lost loys — 
have dined every Friday for three years 

Worst thing about Guildford: "it's full of snobs,” says 
Darran Thomas 

Best kept secret: “Who's рот to be next" — Jeremy Langley. 
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desks. Edge can't be sure, but it seems there has 
been some reshuffling. 


Malyneux's expansive house is a Guildford legend 


Tucked away behind huge dog-guarded gates, its gables 


and country garden give it the air of the pleasant lands 
in Dungeon Keeper just before the evil player gets to 
work on them. Inside, it's a gamer's delight. 

Innocuous bookcases lead to secret rooms, 
while pausing to admire a statue can cause a wall 
to slide back revealing a swimming pool. Specally 
created wooden gaming tables host esoteric sessions 
among favoured members of Guildford's disparate 
tribes. One room has hundreds of boxed board 
games lined across the wall. And, needless to say, 
Molyneuxs audio-visual setup puts even that of Edge 5 
illustnous games room to shame. 

it seems every ex-Bullfrog developer has a fond 
memory of the place. “All of Peter's parties have been 
great," says Lost Toys’ Glenn Corpes. "His last birthday 
party had the best fireworks I've ever seen" 

Sadly, others have less heart-warming memores. 
A developer known as ‘Mad Phil’ apparently ‘kicked in’ 
Molyneux's landing, according to опе source, shortly 
after a very high-profile developer urinated over it. 
Glenn Corpes and Mucky Foot's Mike Diskett are 


apparently always locked іп а standup fight by Зат. 


impressive, Critenon Studios: canal-side abode is 
pleasant, but hardly sensational. Lost Toys’ cumently 
tiny team 15 huddled into the comer of a vast space 


in a very ordinary office block. Mucky Foot operates 


out of a fire hazard in what Gary Carr bluntly describes 


as "the armpit of ЕА’ 

Electronic Arts/Bullfrog might be just around 
the corner, but Mucky Foot doesn't have much to 
do with them these days. Along with Lionhead, it's 
the oldest spin-olf and it houses some of the earliest 
Bullfrog renegades. The team have few fnends at 
Bullfrog now, 

Instead, these break-offs seem to have created 
almost a Bullfrog without Bullfrog. Spread across 


the town are bands of friends who worked together 


Founded: 1988: EA-Dwned іп 1995 

Location: Guildford Business Park 

Staff. 150 

Ex-Bullfrogers: “There are still a few staff with singie-digit 
empioyee numbers,” says EA spokesman David Wilson. 
Guildford natives: A few, but unknown 

Previous games: Рост, Populous, Powerrnonger, 
Powerrnonger WW!1; Food, Populous it Trials of the 
Olympian Gods, Populpus i The Challenge Games, 
Syndicate, Theme Park, Magic Carpet. Hi Octane, Magic 
Carpet Ii, Syndicate Wars, Theme Hospital, Dungeor 
Keeper, Dungeon keeper. Deeper Dungeons, Papulous: 
The Beginning, Dungeon keeper 2 

Upcoming: Theme Park World, EA football sim Stars 
Favourite pub: Café Ha-ha 

Best thing about Guildford: * The bunny rabbits, they're 
everywhere in this town" = Alex Peters, producer, DK? 
Worst thing about Guildford: "| don’t live here because | 
can afford to" = Kelvin Tuite, lead artist, Stars. 

Best kept secret: Original titles are in praduction 


Jamie MacDonald (Criterion), David Amor (Bullfrog) and Darran Thomas (Lost Toys) 
ыз | | қ | 
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for years, drank together, teased Peter Molyneux, and talked about good games 
and bad ones. The only thing that has changed is that they all work for 
themselves now. 

The place where most of them catch up, oddly enough, is the supermarket. 
"The single biggest blow you could make to the games industry in this country would 
be to throw a grenade into Tesco at lunchtime,” says Big Blue Box's Simon Carter. 

There's also a football league. Sides from Lost Toys, LionFoot (helding 
members of both Lionhead and Mucky Foot), Bullfrog, Criterion and EA Studios, 
all lock battle on the pitch, with Criterion struggling and LionFoot headed for glory. 

Another common bond is the "ССП, the Guildford Game Developer email list, 
created by exiles fram Bullfrog who pined for its equivalent. 

"The GGD mail list generates more traffic than the M25," says Dene Carter. 
"Some days you get so many posts you һауе to turn the mail program off; 

"There's a huge rush of interest as soon as anyone puts anything out,” says 
Simon Carter. His brother Dene adds: We all fondly remember the days when we 
worked together” Simon retorts: "Although I'm still not quite sure how 200 of us 
can have fond memones of when we were just 20 strong..." 


ГІ 


"We all pretty much help each other out," agrees Mucky Foot's Gary Carr 
"We cross-reference potential staff and CVs with Lionhead, and we've used their 
sound studios, toa” 

"Talent breeds more talent," opines Simon Carter. “Mucky Foot, Lionhead and 
the others, we all have talent and we need to bring newcomers into the industry. If 
its all kept in one place then no one learns anything" 

All the Bullfrog break-offs are rooting for each other. Simon has advised his old 
colleagues working on Dungeon Keeper 2: "There's no bad feeling among us that 
Dungeon Keeper 2 has done so well, There were even some concems about the 
lack of publicity before launch? 

"It was almost maternal concern,” adds Dene Carter. “| did sorme voices for 
Dungeon Keeper 2” "Although there was an awful lot of talent there to begin 
with," adds his brother. 

Others like to talk tougher. Mucky Foot, in particular, revels in its bad-boy 
image. “We tempted everyone from Bullfrog over to our Christmas party at The 
Whitehouse last year," says Carr. "Les Edgar came over and apened up a tab — he 
had to because there was no one left at his do. Everyone thought they were drinking 
an us, but it was all оп EA" 

As their mates have left the company, Mucky Foot has poached less from 
EA, with more recent recruits having from detunct Psygnosis and Perfect 
Entertainment studios. But a telling exchange occurs when Carr muses aver the 
ramifications of Electronic Arts" imminent move to Chertsey. 


"Once you take the whale away, there's nothing left ta poach from," says Carr 








"We've not been poaching.” Fin McGechie replies, "We've been freeing 


battery hens into the wild" 


Edge arrives at Bullfrog fearing the worst and, initially, isn't disappointed. 

The taxi pulls up outside a huge glass entrance chamber. On one side it says 
Bullfrog’ and on the other ‘Electronic Arts: ‘TM’ and ‘Е signs have been added at 
а later date. Inside it's cool and quiet. The only toy on display is a five-foot high 
uber model of Dungeon Keeper's Homed Reaper, tucked somewhat apologetically 
under the stairs. 

Edge walks over to the reception and announces its intention to meet Bruce 
McMillan, the managing director af EA Studios and Bullfrog, who spends alternate 
fortnights in Guildford and EA Canada. 

"Er... who was that? MeMillan?" says the receptionist, who clearly has no idea 
who he is. She begins to run a finger down a phone list. 

Two prim and proper women are talking loudly as they click across the entrance 
chamber. “I'll be down in half for the facilites meeting,” says one to the other. The 
only women like this you could imagine getting anywhere near Mucky Foot's offices 
would be an estate agent, handing over the keys before she bolted for her car 


With the receptionist apparently dialling random numbers in an attempt to 


m 


certain who this McMillan character is, a single file of what Edge initially takes to 
be a party of lost schaol children make their way down the stairs. The rag tag band 
is weanng shorts, they barely talk, and they look ill. They cling to the sides as they 

descend. You imagine the air conditioning is trying to purify them out of existen 


They are programmers and they look oppressed. It's all too perfect 





erstand where the Bullfrog exiles are 
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peopt le work Ing at the studio today. "T ey аге like rock 


stars going back to their roots," he says. "They got 
jaded, and EA was an excuse for that jadedness" 
Alex Peters was, most жене producer on 


г ЕТРЕЕ "m н "3 1 = : = 
Dungeon Keeper 2. He's been at Bullfrog since the 


The place where most of them catch up, — enough, is the supermarket. 
"The single biggest blow you could make to the games industry in this country 
would be to throw a grenade into Tesco at lunchtime” Simon Carter, Big Blue Box 


ло be true. The receptionist announces she's just a temp — she's only been at 
Bullfrog for four hours, which is even less time than some of the new Guildford 
startups have been in existence. The EA PR manager who turns up soon sorts 
things out and, worse, he's on first-name terms with several of the programmers. 
Things get even less dark and evil when Edge talks to a few producers. Life at 
Bullfrog is clearly far from universally despised 
As soon as | got here, | thought, this is great! What is everyone complaining 
about? says Kelvin Tuite, the lead artist on EA Studios" upcoming football game 


Stars. He doesn't appear to have his fingers crossed 


ur jut ap. 4 3 


Breaking the bread: Big Blue Box's Simon Carter duels with a foil from his past 
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Molyneux-merger era and says 175 unfortunate that 
some of those who grew dissatisfied with Bullfrog 
couldn't wait just a little while longer, It had to get 
worse before it could get better, he argues. "It's not 
as corporate now as it was two years ара. 

xe makes a similar point, explaining why he 

ayed on at Bulltrog tor four years after the merger. 

‘| felt there was a moral obligation in a strange 
way. | knew that when we joined EA the shit was 
going to hit the fan, and | felt | should be there to 
see it through," he says. 

"Everyone thought it would take a year and а hall, 
but it took three years to just start to get it Баск," ! 


continues. “We went from 40 people to 140 in that 


Fresh produce: 
Founded: November 1993 
Location: Guildford town centre 
Staff. 65 
Ex-Bullfrogers: Опе (1.5 per cent] 
Guildford natives: Two 
Previous games: Scorched Planer, Sub Culture, 
Redline Racer 
Upcoming: Trick Style. Deep Fighter and a Yu Suzuki ttle. 
Biography: Criterion Software land its 20-Strorig 
technology sibling that makes the Renderware engine) is 
the second biggest force in Guildford development 
Works with a variety of publishers. 
Favourite pub: The- Sun, which is “heaving with 
good-Inoking young Students according to one 
Criterion source 
Best thing about Guildford: The pubs 
Worst iios about Guildford: "It's nat dangerous 
enough, it's the soft underbelly of England," laments 
head of studios Jamie MacDonald 


Best kept secret: The пио students 
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Vegetananism: not ап opbon among Guildford's devcos 


Talent breeds more talent. Mucky Foot, Lionhead ahd the others, 


Jon Miles 
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ге isnt ЇЇ pe to tind aul exactly what arm determined f eseme the Bullfrog r,5 MD Bruce McMillan 
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b ... we all have talent alld we need to bring newcomers into the industry. 
Hits all kept in one place then no onê Earns anything" Simon Carter, Big Blue Box 
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Fresn produce: 


Ex-Buüllfrogers: Ten (43 per cent 


Guildford natives 


PreViOUS рити 
Aiaran? 
arap 
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Worst Tine about Guilgtord: TOO ma 
Best kept secret: A local lass called Eugena 





Snack monsters: Lau-Kee, Jeremy Longley of Lost Toys, and EA's Danny Issac 
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Lost Toys’ Glenn Corpes reveals his hidden talents to Criterion's David Lau-Kee 
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Every issue. Edge evaluates the 
best mos mienesting, hyped 
nrowetne OF pomesing games 
оп a scale of ten, where five 
naturally represents the middie 
value. A gari гасыр а 
seven out of ten, for example 
= а very Competent title with 
noticeable flaws but which 
IWON Sl арен! bo а 
considerable range ol players 
It does, after all score two 
points above average and 


should therelone not he 


progresse and Balanced. An 
average game düseryes an 
average mark = not, as many 
believe, seven out af ten 


The definitive monthly assessment of the world's latest videogames 


The aim of the game 
5 gaming is about to enter its fourth decade, it’s 

A interesting to note that even іп this relatively 
short period af time a few distinct trends have been 
clearly detectable within the phenomenon 

Take gaming rewards, for example, Back in the 
days when you'd get excited at the prospect of playing 
а new game that offered the most absurd angular 
representation of life and its varied objects since 
introduction of Cubism, scores were all that mattered 
Games weren't so much designed to be completed, 
but rather to provide you with an increasingly difficult 
challenge that would eventually claim all of your digital 
lives. If you need convincing, look no further than Billy 
Mitchell, the individual who recently became the first 
player to get a perfect score on Pac-Man after nearly 
20 years worth of attempts Completing games in the 
late "705 and early "805 was the exception rather than 
the rule = as a result, the most accurate indication of 
your ability in relation 10 your fellow gamers was 
simply to compare final scores. In theory, the higher 
the number, the better the gamer 

The ті0-'805 saw the arrival of the Japanese 
console and a change in videogaming rules. Perhaps 
as a reflection of that nation's hignly organised social 
and business structure, with its emphasis on the group 
rather than the individual, the Japanese weren't 50 


"mna 
Hum 


interested Іп spending their leisure time amassing high 
figures gs they were in completing a given challenge 
They preferred the story to the glory, if you like. As а 
result, by the time Nintendo and Sega were invading 
Akihabara's stores with their 14bit creations, neatly 
packaged (and finishable) adventures were the norm 
And 50 it continued into the 32bit age At least 
initially, for the latter hal! of the "90s has seen yet 
another evolutionary alteration. By targeting a wider 
audience than had previously been thought might 
enjoy videogames, Sony has had no smail part in this 
phenomenon. Incapable of concentrating tor more 
than à nanosecond at a time, this MTV-reared 
generation rejects the idea o! having to spend any 
length of time on any given task. Furthermore, 
unconvinced that the best things come to those who 
wait, Dut rather to those who cheat, the late "905 
gamer will cut any corners and remove апу potential 
barrier (polygonal or otherwise) that requires him or 
her to invest any amount of effort into the experience 
The number of ‘pretty graphics, shallow gameplay 
tides now available mirror the Coin-Op market's ‘five 
minute entertainment" approach. And who would have 
tnought that tips magazines would see people fighting 
over the last issue on the shell? If gamers really want 
such shallow entertainment, they need only watch C5 









This month's gaming glories 


Tekken 2 

(PS) Namco 

With the Soul Calibur 
buzz in full effect, Edge 


қын тагы Nm Omne 
TELNET D а! n 


Unreal Tournament 
(PC) Epic 

The latest shooter to make 
its way On to the office LAN 


tavourite Namco рез! 


ет up. And it Still pays Ішті up the Dots lavels 


like а swoony dream and grab a flak cannon. 


Tony Hawk s Pro Skater 
(PS) Neversoft 


Sony continues to stoke tne 


PlayStation's fire with this 
streetwise gem. Using a 
іле terram is pure реаѕиге, 


and there are по prizes for 


pulling the 5817 trick tice 


With a new millennium on the horizon, it's difficult not to be retrospective. (From left) Pac-Man, 
Zelda Ill and Tekken come from three successive decades, and demonstrate a shift in gaming goals 


Zombie Revenge 
(Coin-op) Sega 
Exploring arcades while 
nn holiday abroad, Edge 
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disposing of much foreign 
currency on this Naomi- 


powered twoplayer horror 
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page 92 
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SOUL CALIBUR 
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The next generation has finally arrived. After picking up 5ош/ Calibur, no one could deny that Namco's latest creation is 
anything other than a work of art - beautiful, fascinating, enthralling and downright нетер it рез expectations 





ansiate into slightiy 
mproved visuals and a couple of 
extra play modes. Where Namco 


gameplay, sending them sprinting 


towards inel t 


nearest importer. Some 
Once started, the 
Mission Battle option 
is hard to stop. Rumour 


5 later, Tekken hammered home 


int that the 


month: 


the ү ге was really по is concerned, with Its skills now 


as it € led other choice than PlayStation sharply honed from half a decade of 
stages wi e reveaie A ^ 
8 It COMES as little surprise, men PlayStation development, it means 


via downloads from 


Namco's Website over that Sega's stock value rose over 17 something entirely more significant 
the coming months ner cent on the day Namco's latest Although hoth Soul Edge and 
E ghting gar zalibur, was bur were created for Sony's 
for Dreamcast by Namco Syst ries arcade hardware, 


Hased on me 1 п-ор of the 
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poo the Edge office have been 
repeatedly brought to a slack-jawed standstill, 
gazing in wonder at Soul Caliburs poetry in motion Bn 
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Blows are painfully solid - 
enough to make you wince 


team has eschewed those boards’ 
relative limitations and worked to 
5 specifications. The result 


is simply beautiful, with mation capture, 


Dreamcast 


haracter interac On, апо 


ening " 


ittention to detail unlike anything 

= hatare Daccare.h th d 

Ё ІШТЕ, FasSsers-Dy eE ge 

i еа PLA "а P ^ 

| е fave Deen repeatedy Drougnt 


wed standstill, gazing in 
yonder at Calibur's poetry іп motion 
The visuals summon memories of 
wondering when Killer Instinct's 
prerendered graphics would De 


TESTSCREEN 





Format: Dreamcast 


Publisher: Namco 












Developer: In-house 


Price: ¥5,800 (£30): 
£60 (Import) 


Release: Out now (Japan); 
November (UK) 


The lighting is stunning, with solid 
shadows and varying ambience 
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De impressed, but where on the scale 
of amazement does that place 


Calibur's perfectly lip-synched post- 


^" 


match taunts - complete with "іт жә mul. T VEM 
oyebrow contortions and winks? Play ! | — à 
Cy | z --% < —- - = 


deep enough into the game апа а 


T! ч : = t 
mode 15 revealed allowing you to тоу CMM 7 
a anih a i 5 ~" + tum | Credits earnt through 
Acces er ево 22: ср. | completing the various 


marveling at the effort expende missions can be spent 
| 94 mations in the Art Gallery to 
aj Within the eame to t unlock hidden modes. 
کپ‎ gi T The exhibition option 
kind of extents will not De the first 


As with other fighting games, Maxi's nunchuking ways (above, left) are (top) allows Namco's — 
thing that happens when the disk | likely to disappear w uisu Sou! Callim mulus fes кемені appearance artists to show off their 
boots up. Skimming up and down the animation while you 
| control the camera. 
tion menu and considering the Even more outrageous 
various modes reinforces the extent It's likely that reasonably across the various fighters, the are the character 
profiles, which feature 
се facility ta play back 
ts arcade roots — but that's precisely battle through the arcade mode in а fifferent. Ivy, one of the female hters' vocal samples. 
p made few rt hours, ra D revea haracters. ha word Cz э of d by the 
mulmdka Жайран а ла сайына ылғалы ы Аы К D PE аа m быны, mission system are 
eade ipaq ықы дым ades 3 onera zac dies nino iria passwords which, 
Зеріп t ter the subtle much like а police Stinge penin when entered into a 
tter, seemingly embellishing it only ances of each character, not least ew range of attacks, while special page within 
7 wWWw.namco.co.jp 
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that this game has expanded beyond experianced gamers will haphazardly resultant action can be vast 
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\чапу попео selection о! ry | 2 апа | ING NENUAE SUCKS online game guides 
Complete the game with your chosen these are listed within the game's Arguably, contemporary standards 
protagonist and you'll reveal an pause menu, and range trom single of artificial intelligence are not so 


additional опе, or, occasionally, an Swipes to extensive combos. While prominent, though. More often than 15 


extra stage for the twoplayer mode several key combinations are shared acceptable, vour opponent will simply 
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The final boss, Inferno (above, right), adjusts its fighting style after each bout, 
taking up the arms of the various characters available in the Arcade mode 


stand waiting for your ғ 
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Characters like Cervantes are recognisable from Soul Edge. Namco's 
vast pool of beat 'em up experience has flooded through the game 


ға с” 4117 Fi aS MF TT 4 Is 
realistically. However, Virtua Fig 


3tD remains the supreme champion 


the beat "ет up Al arena 
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mu is the Mission Battle mode these activate added modes, missions, Dreamcast, Right now, however, 
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oF combat situations, such as onh ІП turn orter more options, adding television, Deing drawn back to the 
being able to defeat him with throws more missions, etc, to the main game. joypad for session after та 
Jf charged attacks, However, as more Edge so lar has a total of 322 gallery session, goes unnoticed. 
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ni E assortment gi ce an ОТЕ! Dreadtn of Gran Turismo's options are days without you even caring. 5001 


3oth dawns on and daunts you. In applicable, although Street Fighter Calibur is one such title. Gather a 





50те missions you must simply Zero 3 might be more of a match for tew mengs together and you ге 


Soul Calibur offers vanquish three anoonents 


: - | ре opi 5 using one 50 r in this respec ransported back to the early day 
every imaginable | $ - сы 
poete of the fe; in others your character is poisoned; Unavoidably, Capcom's classic lack of the PlayStation and endless Tekken 
at ‘em up formula. or the wind is blowing against you; or the next-generation feel and bouts, transfixed by a vision of the 
(to сүрсе ie bouts: you are balanced on a narrow ledge accessibility of Namco's upstart future. Just as it did when 32bit 
with i one life (centre), The variations on the basic fighting Jther modes such as Survival arrived, Namco has once more Г 


К Fu Master ате theme аге divers T m 
caro tome лға if E гі: ігі бег a5 4 тыгу Aes mde rm sia Anm rice mmm eves tata ta ғаға 
and ‘Kung Fu Maste gam e are incredibly divers and Attack are included, and defined a new videogame era 
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SHADOWMAN 








Bar occasional eccentricities, Shadowman's camera is generally well executed. It 
can make life-or-death leaps tricky at times, but infinite lives solve that problem 





Shadowman's plentiful 
locales proffer an 
impressive level of 
detail and individuality 
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espite its adult veneer, highly 

ID | individual sense of style and 
prodigious size, Iguana UK's long- 
awaited epic can be а frustrating, 
demanding title. Those anticipating 
a title akin to "Zelda noir would be 
advised to revise their expectations: 
Shadowrnan is both much more and 
yet less than that 

superficially Shadowman's 
fluences are openly apparent. Titular 
character Mike LeRoy is controlled in 
a manner not dissimilar to Link, up to 
and Including the innovative lock-on 
combat system. Equally familiar is 
another Nintendo-sired gameplay 
device: the carefully managed 
acquisition of objects and abilities. 
Initially the game's hub-like levels are 
packed with apparent dead ends and 
tantalisingly unreachable rooms or 
corridors. Finding the relevant power-up 
or item renders such obstructions 
obsolete, opening entirely new sections. 

Iguana UK's adventure possesses 
a distinctive appearance, although its 
repetitive use of certain textures is a 
legacy of its ‘cross-platform design. Its 
reliance ori corridors, too, is reminiscent 
of the original Tomb Raider, While this 
can make navigation awkward, it does 
have the desirable side effect of making 
certain vistas both surprising and 
attractive. Approaching the Asylum, 
а huge building where much of 
Shadowman's areas are based, it's hard 





not to be impressed by its sheer scale - 
even taking the relatively unadorned 
architecture into account. Better still, 
while approaching it from afar, the 
sight of its peak shrouded in cloud 
cover is truly outstanding. 

Much has been made of the game's 
‘Mature’ status, and this billing is at 
least partly appropriate. Its cut-scenes 
are often abruptly short, and its dialogue 
is effective, IF invariably throwaway. Of 
Таг greater atmospheric import 15 its 
usage of sound, which 15 consistently 
excellent. Although the relentless, 
piercing sound of Shadowman's default 
weapon = the Shadowgun — can prove 
irritating, the background music is 
subtle, and lends a mood to each area. 
Those with a PC supported by decent 
speakers and a 3D sound card will 
better appreciate its well-crafted and 
often spookily apt spot FX. There are far 
too Many notable examples to rélate 
here, but the sound of a dentist's drill 
within the Playnouse area of the 
Asylum, and the screams of assailants 


The N64 version of Shadowman lacks the crisp resolution of its PC 
counterpart. Its use of fogging does not impair proceedings, though 


as they аге dispatched, аге noteworthy. 

For the first few hours of play, 
Shadowman appears fairly linear. Until 
the first encounter with the Asylum, 
the route forward is easily discerned, 
despite the sprawling, rather spartan 
nature of its maps. Your objective, at 
this point, is clear. locate and destroy 
The Five (harbingers of the apocalypse 
living in the real world), collecting dark 
souls and additional abilities as you 
progress. To appease the completist, 
there are also 'Cadeaux' to find. These 
are frequently hidden, but are worth the 
effort = for every hundred, Shadowman 
can increase his energy gauge. 

With the revelation that 
Shadowman is powerless against The 
Five during daylight hours – a fact 
alluded to artfully in a beautifully 
illustrated book discovered at an early 
point - his quest is altered somewhat. 
And so itis for a near-thankless, 
frustrating period, until each new area 
is discovered and the total explorable 
map space is increased. Unfortunately, 


TEST: 



















Format: PC/Mintendo &4 


Publisher. Acclaim 


Developer. In-house (Iguana) 
Price- £30 (PC); £40 (N64) 


Release: Out now 


With assailants, Shadowman often opts 
for weight of numbers over variety. It 
still manages the odd surprise, though 


; An c 1 | 
VEI. n MN Some of the visual spot effects 
BET s are spectacular, particularly the 
Du are expected 10 lear harvesting of a dark soul (above) 
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Literally hours сап бе wasted г 


pursuit of a concealed entrance to Dark | Between ten and 15 hours of play, Shadowman becomes а 
сен икона ee ar more dynamic game to play. The new areas come thick and fast, 
Misc uana and pathways to objects or souls become easier to open or find 
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LUMMAND & CONQUER: TIBERIAN SUN 


Tiberian Sun marks the return to battle of the Global Defence Initiative and the Brotherhood of NOD. Playing as 


NOD throws you into an internal power struggle before Kane is resurrected in the ever-entertaining FMV sequences 








Environmental effects 
pep up the action. Cliffs 
can be blown away to 
create short cuts, while 
treacherous ice floes 
swallow tanks whole 








ram the original, through Red 
Alert and myriad expansion 
packs, gamers nave Voracious ly 
consumed the C&C séries 
But it's been four years since 

Tiberian Sun was first tantalisingly 
trailed during the C&C end sequence. 
The weight of clones trying to tap the 
same үгіп of success ha worn 
realtime strategy into a rut tof 

avanese trench proportions, while 3D 
accelerators have all but eradicated 
the humble isometric perspective. 
Given the circumstances and a three 
year development period, the world 
awaited à radical response from 
Westwood, The reality is, perhaps 
inevitably, an anti-climax. But now the 
reason for Westwood's news blackout 
- which has stirred up anticipation for 
the game to a fever pitch = is 
apparent. There is no news. Tiberiar 
Sun is a risk-free rerun of the Red 
Alert formula. While it may have voxel 
graphics, some new FMV, and a 


smattering of fresh units, it is 
essentially the same experience 
Refined, yes. But cutting edge It is not. 
Despite the missed opportunity, 
rib sun remains.a good game because 
the formula still works. The BASIC 
premise of simultaneously controlling 
an army, while governing its potency 
by building bases and exploiting local 
resources, makes for a varied and 
stimulating set of challenges 
what's more, Westwood appears 

to have solved several perennia 
RTS problems that have bothered 
connoisseurs since the genre's 
inception, No longer is it possible to 
just steamroll an opponent, relying оп 
weight of numbers to overcome 
а deficiency of Skill, Tiberian Sun's 

nissions have been finely tuned by 
rationing ore so that there's just 
enough to fund the next offensive. 
This dynamic forces the pace on every 
level, compelling the player to s 


the initiative and to attempt higher SK 





assaults on the next objective (usually 
h-rich ore field). Scarcity of 
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resources raises the status of every 
unit. Each one is a prized asset that 
must be zealously preserved if the 
player is to prevail. Without the 
knowledge of certain victory, every 
unit's destruction represents an 
emotional loss that imbues the 
missions with an edgy tension rarely 
experienced in the genre. 

This balancing act reaches its 
climax in multiplayer games. Every 


das 
ved 





Fans will note that the interface 
has not undergone any changes 













Mech warriors are basic offensive 
weapons, although recon cycles 
and orcas are also available 
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;ed inevitably thro 
up a super-unit that undermines the 
developer's efforts to create varied 

forces, However, this flaw appears to 
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tne Mammoth Il tank = to one рег 
side, and by specialising every unit to 


the point where it must be used in 8 


combined force to succeed. Thus 
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increasingly inventive strategies to 
overcome an enemy they can't 
simply cudgel into submissiof 
ау, ma 0 е uris а 
2:50 tun to use, like the tunneling 
tanks that suddenly explode under the 
enemys nose in а shower of dirt and 
surprise. Or the Cyborg ТЕТІТІІПЕТОТЗ 
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firefights, but carry on crawling and 
f gntil Ig | egardless 
vp despite tha game's evident 


тег ға а p EF — Mm # s: ЕЕ PF EY 
craftsmanship, it does not command 


many recycled ideas lead to an 
inevitable sense of familiarity. Faced 
by a lethal set of base defences? 
hen destroy their unguarded power 
ago and C&C four years ago 

And the voxel graphics are a big 


mistake. While the backgrounds 


TESTSCREEN 


Format: PC 
Publisher: Electronic Arts 


Developer. Westwood 
5tudios 


Price: E40 


Release: Out now 


The voxel graphics, while a huge 
improvement over Red Alert's 
pixels, pale in comparison to the 
polygons of Total Annihilation 








| Without the knowledge of certain victory, every unit's 
destruction represents an emotional loss that imbues the 
missions with an edgy tension rarely experienced in the genre a 
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Red Alert - the units are generally 
awful. Aircraft stutter unconvincingly 


through the atmosphere while ground 


aL iers fr om О 


lack of detail 


оску pixelation and a 


Most frustrating of all, the maps 


ә enl arranoari acnnrdine t a гате 
die SU alae glo NL LL E date 
PT ae ELEC Se — 
БІЛІС That means, ІП MOST Cases, ІШПЕУ 


become à long siog. No matter now 


nventive a player may be, they are 


all classic voxel defects. 


el restricted LI ' aci Г Mp! sning (he 
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есиме in the preordained order 


r'iberian Sun snould have been the 
Haif-Life of RTS, surprising the player 
by using the conventions of the genre 
against them and forcing new solutions 
r challenges. Westwood 
occasionally dips into this territory, 
which 15 enough to make Sun worth 


playing, but not enough to make [ = 
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TESTS! 


UNREAL TOURNAMENT 


Publisher GT interactive 
Developer Epic 


Price: £40 


Release: Out now 


Playing in the assault mode (above) gives you control of a team of up to five 
bots, which must be used tactically in order to fulfil the mission objectives 
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Ші: strength, problems with their AI 
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direction, Maybe the complexity af controlled bots. Beginning with one 

Half-Life has scared off the opposition on-one, the number of opponent: capture the flag, domination and 

But plot has always been a vestigial rises steadily. The only objective is to assault. No matter how powerful they 


As with Quake shields element in Quake and Unreal circies De me nrsr toa tain amount of 1115 ire individually, the bots’ teams are 

and weapon power-ups al! players wanted were new ways Of And while Epic has crafted it hopaless at things Mat even average 
are crucial to boosting blawing evervone apart. And with Epic sual beautiful environments. wit! пізуеге 
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the game is ignored, It is striking, for entirely validate the concept of | 
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example, that when the bot wins, It's а the bat deathmatch —1 






Forget aliens, Unreal | lifferent individual each time 

Tournament is about The issue of Al 15 even more 
Renk: 1/5 3 fragging humanoids "even out nf ten 
in multiplayer mode 


Бра: 41 obvious in the other game modes, ӘРІП UL iT 
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Тһеге аге man pes of enemy to face, 
ranging from skeletons to dark knights 


iready slated as a Diablo clone 
L'arestone 15 а таг more Suppery 
beast. Its visual wizardry seems 


certain to outshine Blizzard's sequel, 
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Nexibiity of the point-and-click 


intertace The most intuitive way to 
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it's zone before. Combined with а 
completely controllable camera and à 


powerful 3D engine with beautiful 
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атеріау tool. On a technical level, al 
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2ast, then, Darkstone nas the potential 


to open up a genre Met nas recently 
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Before heading into m Pie | 


players must cross hostile lands 
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TESTSCREEN 


Format: PC 

Publisher: Electronic Arts 
Developer: Delphine 
Price: £35 


Release: Out now 


One of the game's best features is the quality of its realtime lighting. 
Unfortunately, the charisma of the characters makes far less impact | 


racore RPG gamers. There are the and then heading out again. Even the 


with the other relying on its Aj evil dragon/priest at the heart of the 
switching between them adds story, either. And this makes the 30 One of Darkstone's 


HLL 


With all this streamlining, and а drag- lighting generated by the multitude of 


Wiss E AGS ЕЕ UPC Mein best features is the 
рабе tactical options у үсә игу DW option for two 

en the enemy mixes long-range lefeal him an empty experience | characters. You can 
ACES with close-quarters combat The particle effects апо reaitime switch the lead 
between them or 


ic ME break the link to 
HOOR inventory, 15 no Surprise magic speils are fantastic, and it 15 allow solo play as well 
t'a nar chispa іс amp ol Ima rea malar errtainly ona i à а mm гір 
RPGs to nick D and pla pri sented pc i3muac sure p 
Its undoing, unfortunately, is more to see. But Darkstone lacks passion 


tundamental, Despite the ability to and that's a fatal flaw in any roleplaying 
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Darkstone is a typical mixture of killing d | 


TESTSCREEN 


AIRFORCE DEL 





Format Dreamcast 
Publisher: Konami 
Developer: In-house 


Price: £45 (import) 


Release: Out now (Japan) 








The presentation is 
marvellous, with | 
beautifully realised | 
briefing maps and 

options screens 

adding much to the 
military atmosphere 








Although missions are technically similar, the diverse locations and 
targets (trains, boats, planes, buildings) add to the gameplay value 
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| This canyon mission brings to mind 
the Star Wars coin-op's trench scene 





į "unn | FF mama mao 
it 7 E Lic 
т qn | 
" ра 3 "rg — i ә 2 төрені 
= La. kr M 
3 led the way, and now it’s followed by 
two Dreamcast titles: Dordenine Sim 


AeroWings and this straight- 





"тағ ello froóm x 
’ T - 
ез GSi r “ы. - 11 L — 
D „шы қы! yw = 


„5 UT bg. The background visuals are astounding in places, the varied landscapes 
mercenary who flies missions for often pushing towards photorealism. Again, this accentuates atmosphere 
money. It. can be anything, from ڪڪ‎ 
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to buy new aircraft, which are graded while buttons are for missiles and you feel about flight sims. there are 
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mobility. There are over 30 to collect challenging arrangement, but true satisfying as targeting an enemy ship, 


m] Arai farm rS hic тігі ie pF Py rris rimane wil Ari ү A ъ= mid fire rur hare зізгійгіг тігігі M ta eos 
all draw l сен Ше, аш a UD IL н епегпеаоѕ will по doubt тоок at iring off two missiles and then flying 

- т rlé mit aas ң рр oo * ^r b 4 тай ніл Бала "ұтар 
rau ТҮШЕ, ШИШ. ТҮ d alt БО ЕЕ | Е спе [ E 


W ІП А ic h ty ZB of (1 ІТ: ТЕ ty a c mile In A ir TO "p De Ita vo u m a y h B | | 0 "| fra om отты K nn ami Ер ^ N Bo с 


piloting а MiG-29 or F-22, Dut this is and Airforce Delta Is ripe with such 
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targets, and a flight engine that has you and marvellous presentation. Non- 


soaring through Canyons and under tight fans May only last a few minutes 
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mediocrity. And although that perennial Combat, not Tekken, this is D 
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TESTSCREEN 


AC STUNT COPTER 


Format: PlayStation 
Publisher: interplay 


Developer: Shiny 


Entertainment 


Price: £45 


Release: Out now 


le. J 








RC Stunt Copter's 
training mode is 
woefully inadequate 
for teaching you the 
game's basic skill set 








The infuriating handling and time 


limits make the tasks incredibly hard 


i mg hree of this century's great 
| 
| unsolved mysteries: Stonehenge, 


y — ЕГ eleme gen A SEES FJ t 
ne Easter Island Statues and now RC 


iged to get past the 





1151 two will 
presumably, be solved with time. After 
all, historians belleve tnat there's a 
logical reason for their existence. RC 


eems, does not 


As a remote-controlled helicopter 
simulation, Dave Perry's latest is in a 


league of its own. Literally. Because 
tor what now appear to be all too 
obvious reasons, no developer has yet 
attempted to recreate the amusement 
of piloting a miniature whirlybird 
around various obscure ai: assault 

courses. None, it's safe to assurre, 
will ever attempt it again 

rhe basic ЕЎ involves ше 

more than steering your copter safely 
through myriad leve ils, the: object of 
each being either to perform a simple 
flying feat or a more complex series of 


stunts while up against a Strict time 





limit. It sounds easy but it even the 
early courses are rendered problematic 
by the chopper's twitchy handling 

The PlayStation's dual analogue 
sticks are used simultaneously to 
control banking and acceleration, but 
although the realism of movement 
Isn't in question, the терпе 5 of the 
learning curve contrives to make this 
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The challenges you face are less than inspiring, and usually revolve 
around flying through mid-air obstacles and shooting ae "en 


arcade-style flight sim a nightmare to managed to do it 50 accu өйне 
ontrol. A useful (if patronising) Ironically, it's the real of RC Stunt 
tutorial attempts to teach the basics Copter that contributes to its failure 
9f copter control, but once in the as an enjoyable ЕЗІН е take on 
game proper, even the first task (flying a well-established genre. It may be 
between two enormous American visually appealing, with the kind of off 
football goalposts) presents a very the-wall еа that would appeal 
real problem. Infinitesimal stick to younger gamers, but it's pis too 
movements result in wildly tricky to control and too esoteric 
exaggerated onscreen Manoeuvres, concept to excite anyone but die-hard 
making even the task of hitting the lans of RC copters. It's a brave 


side of a huge barn кеп bly tough attempt at something new, but | 


Ез LM 
It's laudable that Shiny 15 then so was the Sinclair С5 = 


endeavourin né to simulate such niche 
activities for the PlayStation, and it's 
even more praiseworthy that it has Four out of ten 


Edge rating 


ex Ға ud as Š ғы a= videogame creation under the microscope 
J ТЕ apn шуш ص‎ aa к= ad " 
ts Чыр zi +> 5 Ес g 
DIY 3D game design: C 
th a Teputation based on legendary unite Jesigned for home programmers and multimed nterface, users can create the im objects and 
such as STOS Basic, AMOS Basic and Klik & Creatives, Based around a зей-деуеюрес 3D engine e-use them later in other programs. The language ts 


Play, it's no surpnse to find Francois Lionet and Yves JAMAS3D will provide talented amateurs with their already well-known, thanks to its ubiquity on the Web, 


Lamoureux of ClickTeam at the forefront of another most capable game authonng tool to date and it also means /АМАЗ 15 truly cross-platiorm 
nnovative product. ЈАМАЗО, which stands for The key to JAMA3D, according to Lionet, is its use he 3D engine is another aspect that ClickTeam 5 
Javascnpt Multimedia Authoring in 3D, 15 a simple but of an enhanced Javascript interpreter. With this object- proud of, aithough it acknowledges that its obviously 
powerful 2D and 3D game development application orientated language and a simple drag-and-drop not as fast as the optimised engines used by 
nmercal game developers. As befits its general- 
purpose nature, the JAMA engine runs about 20 per 


Мер “ҮТТЕ КЖ... 
жы жаст „ЖИШШ г PS ST on i cent ЕТТЕ man leading poly pushers, according to 


попе! However. its features hst 15 impressive: bilinear 
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filtering, inverse kinematics and Gouraud and Lambert 

shading, as well as realtime mirrors and hierarchica 

objects figure, And, although it supports D3D, 

JpenGL and Glide, the eng works on апу machine 

(rte spe rtive of whether or not it has an acceleration 
Release code 15 expected to be available for 

jownload in late September, The home user licence 
sts £60 and will feature a small JAMAZD logo at 


the start and end of each application. The professional 
version, costing £1,490, ts functionally the same 
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reac y shown 


excited that French developers nave a 


interest in using it for prototyping ideas, Lionet's real 


it will generate the next generation of Laras, as he 
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uggesis. 15 a amnerent mater 
А beta version of JAMA3D can be 


The latest addition to ClickTeam's legendary stable, JAMA3D provides a simple interface which enables sig 
users to cope with 3D models, animation and sound effects within the same Windows environment downloaded from www.clickteam.com 








li reyiously an illustrator for the defence industry, generating artwork tor the US military, кей Storms там Getz nas found nis nng às ап arist wi nang on Rainbow 6 
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sequel Rogue Spear, An aviation freak, his corner of the office is covered in aircraft paraphernalia And, for reasons best known to himself, he also collects mouse mats 
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Labour of love or living hell? 
"The ип е most important quality 
in a developer 5 а love for games 
You've really got to love them 
because making them can at times be wing hell. The last 
couple of weeks has Deen just such a time for us. | am, of 
course, talking about deadlines 

This month we presented our first game at the Eidos 
publishing meeting. This was the first time most people at 
Eidos had seen what we were working on, We've kept very 
quiet about our game, so much so that anly a handful af 
people outside the company know what we're actually 


producing, This 16 unusual, but something we wanted to do. 


The trials of a Start-up developer: part 14 


bam every day, stealing four hours of sleep in the board 
room in between. Aithougn programmers are often 
noctumal creatures, some of the team are daytime people 
As a result, you get a day shift and the night shift. One 
moming the day shift met the night shift in MacDonalds on 
Camden High Street at 7am in the moming. There was 
some confusion over whether It was dinner or breakfast that 
was being eaten 

The question you're probably asking is, why is this 
necessary? There are three reasons for this. The first is quite 
simple and it involves the nature of programming. In very 
simplistic terms, programming rs about problem-solving and, 


as with most prablems, you can never be sure how long 


After co-founding Lionhead Studios with Peter Molyneux, Demis Hassabis set up his own development house, Elixir Studios. 
In this exclusive diary, he manages to prop open his eyelids long enough to recall the human stories behind development deadlines 


can your game’. And who can blame them? Developers, 
given their own way, would spend years crafting their own 
magnum opus, unconcemed by commercal reality. Most of 
the major publishers ere quated on vanous stock exchanges 
around the world and as such are dnven by the need 10 
past quarterly profits to keep thew shareholders happy. They 
tell their investors that their sales will be X based on game Y 
being released in, say, the second quarter of the financial 
year, IF that game slips to the next quarter or, horror of 
horrors, to the next financial year, the confidence of the 
financial community is dented, with potentially disastrous 
effects. A sad, if vivid, example of this can be seen in the 


present plight of GT Interactive — three games slipped 


"We bought half a dozen sleeping bags, filled the deep freezer with ready-made meals, stocked up on 
vital supplies such as baked beans, vitamins and coffee, and set up an account at the local curry house” 


Come the end of July, 30 of Eidos's most senior executives 
nduding the CEOs of Eidos US, Japan, UK and Germany 
gathered in a cavemous boardroom in а vast country house 
waiting to see what they've been paying for all this time H 
was a pretty important deadline 

You can talk about and prepare for the looming deadine 
but it's only when you actually reach it that reality breaks. 
l've been through this before with Theme Park, but for some 
of the others on the team it wes their first development 
deadline expenence, А month ago | asked Sue, Elixir office 
manager and Mother Hen, to get everything in place. She 
went out and bought hal! a dozen sleeping bags and filled 
the deep freezer wilh ready-made meals. We stocked up an 
vital supplies such as baked beans, vitarnins and соһен. Тһе 
local curry house was briefed in advance to expect a 
massive surge in demand and an account was set up (never 
underestimate the healing properties of a light vindaloo at 
night). Nick went off to PC World to buy extra PCs to 
minimise the amount of time spent waiting for code to 
compile. Tim, our engine programmer, no longer satisfied 
with the two computers on his desk, was given a third. He 
now sits surrounded by а bank of three monitors, Tunousiy 
xxhng Tom one to the other 

By late June we were working at a ferocous pace It's at 
thes point that normality recedes to the periphery of your 
irmaginanon. И becomes impossiDie to asbhnguishn between 
day and "night, week and weekend, үу and "Ше, As | 
пе т bed each moming lines of code rather than tence- 
leaping sheep send me to sleep. Fashion, never a strong 

| point in our office, reaches crisis point, Mouldy trainers and 

scruffy shorts are the order of the дау, А few beards have 
been grown, although too few to answer the buming 
question: do all men have ginger in their beards? 

The last two weeks were murderous, The main 


programmers and myself were working from Oar tll 


they're going to take 10 solve. Nor can you anticipate every 
probiem that wil anse 
The second reason ts that if you give programmers more 
Іште, they'll take it. There's always just one mont cool 
feature that needs to be put in. Н we could. we'd be forever 
changing, hwealung and shaping the game to our hearts 
content. Were it not for these milestones and the herculean 
effort that goes with them, games would take four years to 
complete rather than two 

The third reason is that publishers set demanding 
deadlines. When you stnp away the niceties, the milestone 


is effectively the publisher's way of saying, "Do this or we'll 


Come the end of July, 30 of I idos's most senio 
| d in à vast country house to 





(Dnver, ТА Kingdoms and Unreal Tournament) causing the 
company to post calamitous results for the last financial year 
The owners have snce put the publisher up for sale. And 
this was à compar that was until very recently the second 
largest publisher in Europe. So you can see why publishers 
push developers to hit ther milestones. 

On another subject altogether, you сап make an amazing | 
game, but if no one knows about tf it улі disappear without 
trace. As a developer you spend a lot of time talking to the 
press and trying to get coverage for your game. Is time 
consuming, but | enjoy it as most joumalists are gamers so 
you ve always got something in common. I've recently 
discovered that it can cause a lot of problems, though. 

| read an intennew with the actor Robert Carlyle (Begbie 
from Trainspotting’) recently in which he said he always 
carned a tape recorder to interviews. At the time | thought 
this was pretty prima donna-sh, but after recent events | 
think | understand why. | did an interview with an American 
magazine and they basically invented a quote, which had 
me describing Quake players as geeky teenagers on a 
power trip. l've spent the last couple of weeks frantically 
trying to let people know the truth before my inbox 
collapsed beneath a deluge of poronous emails. These 
ranged from the moronic СІ hope the gaming community 
5045 on yur [sic] hmey wanker grave’) to the hilanous {1 
assume I'm addressing a bunch of роопу dressed, ème- 
ndden, under-sexed, cubicle<dwelling troglodytes that get 
their jolies ogling Lara Croft images enhanced in Photoshop 
in between Twinkies and lines of code, пеН). Worse still, 
my own team, fanatical Quake players, threatened to string 
me up. | think the thing that really imitates me is that | love 
Quake. | have pretty strong feelings about violence and 
games, but they're commercial, not moral (as | discussed 
in my last diary). Pama donna or not, I'm getting T. 


а tape recorder" 
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The trials of a rock'n'roll games publisher: part four 








Brian Baglow, public relations manager at Rockstar Games, recounts the tricks and traumas involved in producing Grand Theft Auto 2, the sequel 
to one ofthe most successful games in recent years. This month he takes you back to the very beginning, where all the best stories start.. 


Н о, we rewrote the graphics engine; we tore the Al The level design of the onginal СТА was accomplished 
apart and put it back together again SO now using а 2D editor, The cty was Ош up in levels, staring at 
pedestrians аге smarter than your average games magazine the bottom (which was the water). Each tile in the game - 


hack; and the car handling, police response and gang bath horizontal and vertical = had to be placed by hand to 


dynamics are more finely balanced than a ballerina on create both roads and buildings. For GTA2, however, a much 


speed. But what about the missions? A good one'll drag more sophisticated 3D level editor was written: 
you into а game and keep you glued to the screen йке an "While we were designing the GIA maps it was obvious 


that there was so much more we could do with the Су, 


declares Billy Thomson (creator of the Industrial sector - 


unemployed pervert to а "This Moming lingerie special 


But before any of the missions could be created, the three 


level designers working on GTA2 had to create the city itself the third and hardest level of the game). "The way we work 


And the city is huge. Very, very big in fact. So to create it and, now is to design an area of the map first — normally working 


ж- 


more importantly, to make it coherent and believable, took а from an mital mission idea. The landmarks, roads, zones, 


lot of rather clever design and a little spnnkle of fairy dust. 


"The idea 1510 provide context" explains Willie Mills 


buildings and lights all come from this ілба! phase. We can 


sja тұ o^ zro 1:4 sk ата Teo -- <n д * 
пеп ga to ihe artistes and Wak WIN mem to create а Imt си 


Teator of the Downtown bevel Not only Tor the missions DK the bles and buiding blocks required for that particular area 


"A major problem trying to create a plot or story arc within the 
game is the amount of freedom which the player is given. 
You can run into some major continuity problems" 


narrative, but for the game itself. If you just throw a load of he 3D editor allows us to design more complex buildings 


Lane mn m гаг Cum тты 
Gi IO а (тап, (М е 


ЕЗ ғ. 


with roads and drop i 


бы 
ш 
7 


few trees in, your missions get bonng : something that we think will look good and check ft out 


"You have to create a background for the game to immechately. if it doesn't work from the top-down 
happen on," says Steve Banks, who is completing the perspective then there's no point keeping it in the game" 


Residential map. "What we found in the first game was The efficiency of the new editor has meant that the 


that in а city of this size, you have to be aware af designers have had more tme to concentrate an refining 


extremes and use them to your advantage" Tight, and polishing the missions themselves. This is important 


sustrophobic spaces add to the intensity of the missions because the new A routines, scnpting language and, mast 
ға тыч Fm orc Pasion r imu a | — ; - и коа Р EE XE ға bh mc benc 
- Ving gang members, police cars and bodies to really Importantly, the gang dynamics within the game have 


pile up. Open spaces have to be in there, too, to enable created а Tar more complex system than that of СТА 


people to go wild in the cars and practice their hit-and-run "The range of missions has increased by a factor of ten, 


skills. Of course, in order to appreciate the extremes in explains Brian Baird, who wrote the scnpting for both СТА 


the map, you have to plan the more ‘normal’ areas, too id GAZ. “In the original there were several dozen 


From left: Steve Banks, Billy Thomson and Willie Mills, the DMA crew responsible for the fundamental design elements 


ol GTAZ. Their roles are given extra value because of head honcho Dave Janes belief in the skill sets of their disciplines 
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ornmands and triggers we could use to set up rnissions 
That system was okay in the first game, and the missions 


were solid and exciting, but to exploit the gang system їп 
GIAZ we had to create à completely new scripting system. 
This was опе af the pnonty tasks at the very beginning 


of the game. Both Dave Jones and Gary Penn are huge 


advocates of the d ESR -inven game m ЕМІЛЕ т егі 
designers the freedom to let their imaginations run veld 


"We had tn create a completely flexible system," says 
Baird. "You can't anticipate all of the things which will occur 
to the level designers, so you have to give them a system 
which will, hopefully, allow them to create missions that 
were never thought of when the scnphing language or the 
game itself was being designed” The system, which Baird 
eventually developed, is essenbally a higher level version of 
the C programming language. "The advantage of this is that 
the very basic structures used in programming — iteration 
functions, WHILE loops, multitasking, etc — provide a system 
which can build very sophisticated missians structures.” 

For the missions themselves, the level designers had an 
exctng new resource — а scnptwoter. Mike Keillor is the 
man responsible for all the background патеіме, gang ° 
information and charactensation within CAZ. It was clear to 
him early on that writing a ‘story’ for a game like this was not 
going to be simple- "A major problem trying to create a plot 

or story arc within the game 5 the amount of freedom which 
the player is given. He can work for any of the gangs in the 
evel, the missions available depend on the level of respect 
With that gang, and the missions can be picked up in any 
order. For a scnptwrter ihis creates some momentous 
problems. For instance, if you have а character in one 
mission who actually appears in the game, then he's 
vulnerable. The player can run him over or shoot him in the 


head. You can run info some major continuity problems 


to the designers. 1 can sit down wath the guys and listen tc 
their ideas for missions, he says. "IF they have a specific 
idea for something, say hijacking а train, destroying a 
building ог doing something particularly nasty to а coachload 


of people, I'll try to find a context for it. IF you can create a 


plausible explanation fora mission, then you сап write the 
mison bnefs and work f mto the overall level and story 


The storyline itself is à closely guarded secret. "There is 
a very strong thread running through the game," Keillor 
confides. "The nature of the game makes it difficult to retain 
a conventional story thread, forcing a "Usual Suspects -style 


dislocation to keep the player hooked. You'll get subtle hints 


throughout tne game which май allude to a conspiracy which 
exists within the оу. Н you can put Ihe copes, together n may 
well give you some idea of who the real enemy is and who 


you should be fighting for control of the aty” 


It's not al! ultra-violence and car theft 





His character has made 


its way into around four 


million homes worldwide 
and yet he remains an 
anonymous character 
himself. Edge talks to 
France's answer to 
Shigeru Miyamoto... 





ы : | round ten years ago, Michel Ancel began toying with an idea. 

? А He'd been tinkering with an animation sequence оп his Tob 
tF home computer, generating a distinctively oddball character with 
Nr, na arms, no legs, big eyes, and floppy ears, and he thought it might be 

i worth his while sending his demo to UbiSoft, which, along with Infogrames, 
was one of France's biggest software publishers at the time. It was to prove 
4 E SE a shrewd move: the company liked the concept so much that it brought 

; Ancel in-house with the intention of realising the potential of his character 
А in a videogame. 

Some years later, Rayman was born, and UbiSoft set about pushing 
the technicolour 2D platformer on to as many consoles as could possibly 
take it, including the Jaguar and PlayStation. The game was released during 
the early life of both of those formats and went on to sell several million 

M copies, confounding critics who perceived it to be simply a pretty-looking 
platform game. 

Today, Ancel is overseeing the creative input of Rayman 2, the full-3D 
sequel previewed on раб, from a cramped townhouse office in Montpellier in 
the south of France. The working conditions here are patently inefficient: wires 
trail across the carpeted floorspace between the six or so rooms, just begging 
ta be tripped aver, while a lack of air conditioning sees one artist traipsing 

т! around his workplace in nothing but a pair of shorts. This is an unconventional 
setup, and fears are confounded further when Edge learns of the holidaying 
+ habits of one of the Montpellier studio's key artists. It transpires that Jacques 
Exertier, a UbiSoft creative responsible for character design on Rayman 2, likes 
to take a once-a-year break in the middle of the Amazon jungle. On his own. 
With no food. "It's odd, really," says Ancel, "because | never know whether or 
not he's going to make it back. He survives by eating insects and things.’ 

Ancel isn't quite so eccentric, although his videogame-obsessed mind 

occasionally runs riot during conversation, his grasp of English struggling to 
bs enunciate the hyperactive fizzles that must keep him awake at night. 
i. : He lists Zelda Il! and Galaxian among his favourite games of all time, and, 
"= е А when asked what he would like to deliver to the game-buying public, he recalls 
а. ) the classic rain-drenched scene at the end of 'Blade Runner, when Rutger 
“te Hauer's character speaks of the spectacles he's witnessed during his life. Those 
are the kinds of places Ancel wants to take players. 
Edge crossed the Anglo-Gallic barriers in an effort to explore his vision... 


Edge: What do you think about how videogames have progressed 
since you started, when you first designed Rayman's animation 
sequence on an Atari ST? 
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Michel Ancel: We have moved away from thinking, 'Okay, look, the engine is 
capable of managing 1,000 space ships simultaneously — that is incredible" 
There is no interest in that any more. We can now imagine stories that we 
couldn't before, and the way we will use this will be interesting. ! don't think 
technology is telling great stories. | have been in videogames for more than ten 
years now, and it's funny seeing certain types of graphics that just fly around 
because it has become expected. Developers are committed to using up what's 
available, and that's normal — you discover it, it's incredible, but one year later 
it becomes normal. All the kids are used to 3D things — they all seem natural 
now. So we should move far away from this. Consider when you are watching 
a movie: il you have too many action sequences ar too many special effects, 
there is no interest in the next special effect because it would simply be one 
more. But if you have the right special effect in the right place, the movie 15 
using the technology efficiently. You get more value. 

If you look at certain examples of Japanese animation - something like 
‘My Neighbour Totoro’, for example = the creators made a film that was 
accasionally very funny because of strong characters. The animation runs at a 
very limited frame rate, but when you have a very good sequence it stands out. 
All af the technology is there to push the emotion at the right time, and the 
creators don't want to simply use it over and over again for the sake of it. 
Sometimes it's good to not put in absolutely everything. 

There's almost a kind of prison, where the technology is the same, and 
we have to manage it, and know how to control hundreds of characters and 
adjust all the textures and all these things... And | think the Japanese, because 
they are looking more towards the emotional content, are more capable of 
considering the final impact than the technological aspects. That's no problem 
for them. That is their tool — emotion. They want to explore new themes, they 
want to create funny characters, they want to represent journeys, they want to 
write it all because these are the things kids dream of at night, and that is the 
goal. The technology, well, it's just the method of getting there. And 1 think 
that's the way we should use it. 

Edge: Do you think there's a parallel between Japan and France in terms 
of creativity? Both nations seem to use approaches different to those of 
most UK creatives. 

MA: That's a very good question, but a difficult one to answer. I'm not really 

a fan of all Japanese things. ! play games. They are special in Japan and 1 

am more connected to these people than 1 am to all the other aspects. 

So | cannot answer the question with regard to all the other aspects. 

Edge: Something you definitely have in common with Japanese 
development is that the team behind Rayman 2 is absolutely huge... 

МА: Yes. Actually, we have a vision. We have brought in a new team for a new 
project, and the core team will never be more than 30 people. This is a good 
balance because we are working on ambitious projects that need a lat of 
graphical inspiration, lots of data, and many other things, but | want to get back 
to that good feeling when you know you've been working on a project when it 
was just three, four or five people, with one code ‘magician’, one special artist, 
etc, etc. The responsibilities, the connection between the team, is very strong 
that way. And actually what you have seen in my office here in Montpellier is 
very close to that kind of setup. 5o it's a balance between the SquareSoit sort 
of approach, and the closer approach, and we meet in the middle. | think the 
goal is to be able to manage ambitious projects. With a racing game or à 
fighting game, they are quite interesting projects, but they do not quite offer 
the same situations as | am really interested in, in terms of characters and 
design. For this kind of project, | mean a Zeldo-like project - something very 
ambitious where you want to spend hours playing it; you want it to twist and 
turn. To create this kind of game you need to try out a lot of ideas, and only 
then can the concepts crystallise. So you need a certain amount of other 
people – you can't do that with ten people. Well, it could be possible, but 
you'd need four years and maybe you would not have the same energy. For 
example, when а graphic artist believes he is missing inspiration, with a very 
small team | could not say, ‘Find another one to help him | just think that's 
why it's good to have four or five graphic artists - when one is tired, he can be 
helped. | think this works very well for us — after a lang period of development, 
going through many experiences, we have found a formula - the best mix — 
which means a larger team is needed. 

Edge: But if, as you suggest, a member of the team gets tired and needs to 
be replaced, how does the new person maintain the other's vision? Where 
does the focus come from? 


"One very important tool I use is working on 
paper. This means visuals can be developed 
very quickly to allow people to know what 


will be in the game, what the 'spirit' is like" 


МА: One very important tool | use is working on 
paper. This means visuals can be developed very 
quickly to allow people to know what will be in 
the game, what the ‘spirit’ is like. It's like 
storyboards for movies — everybody can see the 
ч, vision of the script. 
| If you have good tools like that you can say, 
‘Okay, you are doing this part, this is your part of 
the process, and you can take this other part’. We 
need to have a vision of the game, even if it's not 
very precise. We don't need to have 200 sheets of 
paper; I'm not saying that all of the game is on 
paper - that is not good. But we need to be clear 
about what we want, outlining the main themes, 
. what we want to express with the game. We want 
the character to travel but not get lost. We want 
characters to take care of other characters - these 
|| tree: main ideas we want to look at. With a story 
we want to go and look at size and space; we need 
to give travelling sensations; we need faraway 
TE But with the sensation of travel you have to 
be aware of the different feelings that exotic RM 





| [isset nain ete 
most important character - you iru 





danger of hitting restrictions, so we shouldn't 

make it too clear on paper because it will never 

be the same as when your en vations are actually 
involved in the game, when your characters are 
really talking or really fighting, when the gameplay 
15 there. Maybe 20 per cent of the work is done at 
the paper stage; then it becomes yours to modify 
and tune, to create and direct, using good tools. 
That is the process. 

Edge: You have some extraordinarily talented 
traditional artists here. What do they think when 
they produce a fantastic-looking character and it 
has to be turned into something consisting of 
only 200 polygons, where the fine detail has to 
be thrown aside? 

MA: Sometimes they say, ‘Michel, you shouldn't 





even consider this character because it would be 
impossible to produce with polygons. But that's 
bound to happen. We know that some of the fine 
aspects couldn't easily be done with polygons as 
our building blocks. So the artists are trying to 
create characters that will fit the limited polygons 
available. But then to prevent artists being unhappy, 
I'm always thinking about still looking at concepts 
that should be impossible to realise with polygons. 
| have tried talking to artists, asking, ‘Do you think 





this could be possible” But to help me in asking 
them are the technical guys, who | speak to before ы 
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talking to artists. | mean, if there is just a small 
detail which would still require 20 or 100 palygons 
to realise, then we have to have the quality of the 
game in mind and decide what is important and 
what isn't. That's why, this afternoon, when | get 
back to the office, everyone will be in one room 
and | will talk to all of them about the storyboard. I 
will outline everything we've done, all the technical 
aspects, every piece of design. Even the non- 
technical people will be present, even the peaple 
everyone together in order to clarify the vision. This 
is very important, whether there's 30 people on a 
team, or ten. We must take four hours out to 
explain, to say what we have achieved, explain the 
timing, and highlight the problems, the good points 
and the bits that are important. 

Edge: Bearing in mind you have a single vision, 
a universe in which everyone must have a place 
and a relationship with other, there seems to be 
himself, something that's especially evident 

has no arms or legs, for a start. 

MA: That's because we wanted Rayman to be 
special, to be the one without arms and legs. It's 
the same as what | was saying about putting 
technology everywhere. If Rayman is the only one 
like this, he is special. So, it was interesting for the 
story because we could play around with a key | 
character, but it's more special than it is interesting 
because it is unique. For Rayman we wanted. 
sete he sharia = „юри bees mei 
one with different eyes, one who is quite stupid, 
another who looks like this or like that — - but we did 
want to make a contrast between the others and 
Rayman in order for the story to be interesting. 
Edge: UbiSoft is a very young company, with 


around 1,400 employees around the world of 


an average age of 26. And the Rayman 2 team 

in Paris is certainly very young, with a large | 
amount of the team coming straight from. 
college. Why is that? 

МА: It's not my decision. But, er, yes, because 
UbiSoft is growing very fast, it can be difficult to find 
staff. And the company wants to teach a lot of 
young people а lot of things. 5o we've made 
Rayman 2 by building a complete team of fresh 
people overseen by mare experienced leaders. 
Edge: How has the team found the move from 
2D to 3D with Rayman 2? 

MA: UK developers are very strong on consoles. We 
don't have as much experience, and it took some 
time to reach a good level of technology, partly 
because the engine was maybe not created for а 
particular console in the beginning, so we had to 
make modifications and that took some time. Also, 
with the gameplay at the beginning, we could 
manage a lot of characters simultaneously 
onscreen. There were a lot of constraints that 
disappeared during the project, but it has been 
delayed and we will delay it until we think it's good 
for the people who pay good money for it. 

Edge: Not many companies seem to be able to 
use an 'it's finished when it's finished' approach. 
How are you able to do that? Is it because 
UbiSoft is so financially strong? 





"When ! meet someone, I think, 'What are they like? Would 


this person ever be interesting as part of a videogame?'" 


MA: Ah, yes, of course there is a commercial aspect. A smaller company would 
have to pay all of the people involved within a short space of time. Maybe 
some companies simply want to release а game just because it is the right 
time, just to be there, because it will sell. That must be tempting. 

With Rayrnan we want something with continuity. It's not just a game. 

We have a lot of things to express with this universe and we don't just want 

to say, 'Here is another Rayman title that you can play and then throw in the 

trash’. No, we want to maintain a vision for the future. That's why we need to 

have a good product. 

Edge: Presumably you'll be producing a Rayman 3, but you've been close 

to the character for ten years now - is there not a temptation to turn your 

back and go off to work on completely new projects? 

MA: Yes, of course. If you have a look at Rayman T and 2, Rayman is the only 

character that's still the same — all the environments are different, and all of the 

characters are new. We just keep Rayman present, but we move every character 

so that there's no stagnation. We want something new — that comes from 

creative energy. | will not work on Rayman directly any more — this is the final 

title for me — but Pauline Jacquey has done a very, very good jab with 

managing the Rayman 2 project, and she is to continue with that. 5he has very 

strong artists in Paris, and also 3D designers, who are pooling the characters, 

creating the scenes, the mechanics and all those things. They are able to create 

things and so it will continue in another place now. I will oversee things to 

ensure that the creations will begin there. 

Edge: So what can you say about your next project? 

МА: Nothing. We have only been working on it for two months so all the 

things | have been talking about, the technologies and what we could do 

with them, will be our goals. With new technology you have to have strong, 

clear concepts when you are creating the game. One concept I would like to 

work with is that of taking care of others. | was think about this earlier: | 

want people to really take care of other people. Not to take the weight off 

the others, or simply support them, | just want players to not feel alone in 

the game. I'm not talking about a multiplayer networked game, I'm thinking 
.more of four players on one console. 

This is one thing | would very much like to express in this game. But this is 
kind of secret stuff, so | don't know how much | can say. The way we will do it 
will be important, and | think we have enough here to create emotional things 
in terms of story now. To be able to reach these emotional goals | wanted to be 





sure that we would be able to display a certain amount of characters, using 
believable effects, and that sort of thing. 


| wanted to have one person to be able to create a very strong screenplay, Japanese offices. Sony has made a big deal 
because | think this is a good discipline, because a screenplay is able to explain about the emotional possibilities the machine 
various types of gameplay very well, and we need to be able to make it clear will be able to afford. Going on what you've 
that what we're working on is new right from the start. We should have more just said, that must be something that 
screenplay people, because their science, the science of images, means that interests you. 
they know how to position cameras well, and how to create effective lighting, MA: Yes. But there will be no emotion in the 
etc. That's their job; we have a lot to learn from them, so | want to work with machine's Emotion Engine. What you put in 
people like that. will create emotions. The Game Boy could be a 

Do you remember Little Computer People? Sometimes, you had the very good emotian engine, because with a 
feeling that the man was alive. It did not mean that we really cared about him, strong story you could have emotional response. 
but the first step was there. We may be using polygons, but you can imagine Take a book - that is very low technology, very 
bialogy here behind the polygons. This is moving geometry; things that seem high emotion engine, but we couldn't say that 
alive are moving. That, for example, is the step after | meet someone, and | pieces of paper are emotions. What we put on 
think, ^What are they like? Would this person have a strong personality? Would those pieces of paper are responsible for the 
this person ever be interesting as part of a videogame?’ Because you put your emotions. | think some people think that the 
trust in someone, but they may turn out to be a traitor... But this will not just engine will create emotions, but it's marketing 
be text with geometry, it will be so much more. talk, really, to call a processor, a piece of metal, 

This may be something you could criticise in me — other people do – but something like that. But maybe some people, 
when | meet people | wonder, ‘What is he thinking about? And all kinds of when they're playing very strong games, will 
questions like that. These could be interesting considerations for gaming. think that there is an ‘emotion’ engine in a-- 
Edge: You have access to next-generation PlayStation dev kits at your there. Who knows? Le 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 
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DUNE! 


A tare treat. Not only was it better than the original, and a licensing tie-in that really worked, but it also marked the 
birth of the realtime strategy game. Command & Conquer may have got the kudos, but modern wargaming started here 


here's considerable irony that the game that gave 
і birth to one of the two mainstays of PC gaming 


camed the usually innovation-suffocating numerical suffix. In 
this case, the only connection between the games was the 
Frank Herbert licence. While the original Dune was a nice 


enough adventure/wargame hybrid, Westwood's Dune Il 
begat the point-and-click addicted world of realtime strategy. 
Put simply, Dune Il was the first wargame which didn't 
make you feel like your sexual organs were atrophying while 
you were playing it In the then-revolutionary action of 
disregarding both turns and һехев, a simple point-and-click 
interface allowed megalomaniacs to throw forward armies. 


Only the ‘grouping’ commands and multi-selection present 


It's equally a rare example of ‘a good licence, with many 
of the tactical elements originating in the books. Bases could 
only be constructed upon the rock structures due to the 
rampaging Sandworms. Since ‘Spice was the most valuable 
substance in Dune's universe, it made a credible substance 


to gather, The two family dynasties of the novel, the Atreides 





and the Harkonnens, made interesting opponents, the 
Players in the Dune // world former favouring light attacks and the latter heavy tanks. 
included (from top to above) the 
Emperor, the noble House Atriedes, 
and the insidious House Ordos ever-popular stealth elements to the genre. 


While Command & Conquer tends to be credited 





Тһе Westwood-created House Ordos even introduced the 


with bringing RTS to the masses, Dune Iiwas hardly a 
failure, either commercially аг critically. But, after the 
imaginative leap required ta make Dune |І, Westwood 
settied into a process of gradual refinement that led to 

its forthcoming polished, yet hardly innovative, Tiberian Sun 
(see р90). For a genre that was bom so fully formed, it's a 


little depressing to see how little it's advanced. Or possibly 





its early perfection was what was stifled it. The gauntlet 


Dune |! threw down still lies in the sand. Тһе = ; | | 
ины ان ات تات‎ sand. Th E> For an audience used to the gentle pace of turn-based 


question remains: can anyone pick it up? ڪا‎ strategy games, Dune Ifs realtime stride came as a shock 





Balancing the different Houses’ weaponry 
44 p 4. was one of the characteristics which 
о € o т DEL | proved vital in Westwood's RTS series. 
Likewise, the importance and vulnerability 
қ | of power sources such as the Wind Trap 
| (left) was another key component that 
would be recognised by C&C fans 
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Manufacturer: Westwood Studios 1992 Developer: in-house PC/Amiga/Mega Drive 
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The videogame world never stands still, riding the breaking wave of advancing technology. In this regular column 


Edge puts the industry's progress in perspective with a look at yesteryear's headlines; five years ago this month 





T he one and only 16bi ttle to grace pe 
a cover of Edge was Shiny's much- | m Ș Е 

vaunted Earthworrn Jim — although the | | 
individual handed reviewing duties inside 
the mag did not apprecate its value, 
calling it ‘not that much fun; despite 
awarding it a creditable seven out of ten, 

The month's news section opened 
with а repart from Sony's second Tokyo 
press conference dedicated to its 
forthcoming PlayStation format. An 
exciteable Edge reporter 'also took the 
opportunity to look at the rear of the 
machine, which revealed an expansion 
socket for ‘connecton to а hard drive or 
modem’, Ah, what might have been 

As Sony continued rolling out its PR 
machine, Sega countered with some 
revelations for its Saturn format, showing 
a ten per cent-complete version of 
Daytona USA, which looked good on 
paper but was hardly indicative of the 
quality of the finished article. 

This was a time when large-scale 
consumer videogame shows were still 
viable propositions, and E13 heralded the 
imminent Future Entertainment Show '94 
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One of Shiny's staff walks off Clockwise from top left: E13 showcased the first wave of titles for 





Ж replete with an Edge area dedicated to i зі : | 4 Е 
with Edge's coveted 'Highest Sony's ambitious new format; Sega fought back with an early demo 
Бе Еһ | the latest technology. If you didn't | rly 


Waistline in the Industry’ gong = 


of Daytona USA; Earthworm Jim; ellipsoids ruled the day in Ecstatica 


гпаке it along. thank your stars 





Did they really say that? | Did Edge really say that? | Testscreens (and ratings) 
Kazunori Yamauchi (who would later go on to produce | Of Road Rash's audio: Тһе music tracks are genuinely good (Rood Rash (3DO; 9/10), Earthworm Jim (SNES/MD; 7/10), 
| Gran Turismo), talking about Motor Toon СР; "Our ambition | enough ta listen ta on their own merit. Hey, the editor at the | Alone in the Dark ( 300; 7/10), Star Control N (PC; 6/10), 
is to make this the world's best polygon racing game" | time was а big fan of Crowded House and Shaun Colin... MKII (SNES/MD; 8/10), Burning Soldier (300; 2/10) 
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PIXELPERFECT 


Every gamer has occasional moments of sparkling excitement, be it the first time Speedball booted up, or completing 
Sabrewulf. Here, Demis Hassabis relives the pants-filling climax of Carrier Command, a truly formative experience... 





bought my first computer, à Spectrum 48K, when weapons at your disposal. In addition the А! player was 
п | was seven, with my winnings from a chess one of the most challenging in any game, and | can 
tournament. A couple of years later | upgraded this to a Clearly recall the tension of not knowing what the 
Spectrum 128K. Although | remember being mesmensed opposing carrier was up to and the pants-filling final 
by а multitude of incredible games, from Rebelstar to dimas when you came face to face with it. The level of 
Head over Heels on the Spectrum, it was only when | detail in the game and the ability to control almost 
got to play Carrier Command оп the Amiga that | anything is something | have taken with me into my career. 
discovered a game | remember being truly inspired by Finding that Carrier Command had ho multiplayer 

It was a great lesson in gameplay, with something for option was one of the biggest disappointments of my 

the player to do all the tme (managing the carrier), formative gaming years. For years afterwards | dreamed First love never 


interspersed with exciting events (such as invading of redoing Carrier Command but adding a multiplayer | dies, they say. Some 
people out there 





enemy-held islands). The diversity and balance of the play option. Eightplayer Carrier Command, now that —— | h 
y- | ) ү р!аү р рү к is are still dreaming 
was fantastic, with planes, tanks and all manner of would have been something. == of an eightplayer 
Carrier Command 
* 
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Sharp VN-£Z1E Intemet Viewcam 
li * ETBC W Contact 0161 205 2333 


тё 


At last, Sharp has given us the tool to force our shameful home movies on t 


entre world. Simply point the Intemet Viewcam at your famuly barbecue or drunken 


" E اس‎ лу Tm sane foe sc des жеты Jar our ERE JALIR Ca "m a undi — 
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Of post on your Website 
Thanks to the wonders of MPEG4, the resulting files are tiny, allowing you to fit à 
minute af optimum-quality images on а 4Mb card or 17 pieces of long-play, if jerky, acion. 


However, you shouldn't expect crystal-clear footage. The pictures are grainy and 


SS 


mme x 


slighthy out of sync with the crackly soundtrack, but that's inevitable in files that are this 
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B&W Nautilus 800 Home Cinema Speakers 


E * £5,650 each M Contact 01903 750750 


bulldozer? Well, thats no problem. For a mere £5,650 
throw you can Til your abog t үү Nautius 
ne ema ои and tu з ра tin 
ni your norme, and m | И Пе OU 


will be shaken to the foundations 
Just make sure that before the walls come tumbling 
down you have enough room for the system in the first 


place. The entire setup comprises tour bookshelf 
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technology in the rather large group, including Kevlar 


dryers to avoid unwanted resonance, tweeters designed 
to perch on the speaker s head and a phenomenal sub 
that throws out an earth-shattenng 450 watts. 
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Kodak DP1100 DPL Projector 


E * £5,464 Ml Contact 0870 606 1031 


To get a real cinematic feel in your home, nothing beats a good Digital good old VHS. Picture quality is good, although no one in their nght 


Light Processing (DLP) projector. While second to none for projecting the mind would listen to a soundtrack through its shoddy little speaker 


Т, 


likes of Driver or Episode | Racer against the wall, the Kodak DP1100 is Connect it up to your usual home onera outfit and you're laughing. 


also great for giving your DVDs the big-screen glory they deserve. Sturdy Тһе only drawback? Due 10 its cooling fan and colour filter motor, 


yet surprisingly compact, the projector features Kodak s built-in picture- don't expect the DP1100 to be the quietest beast. After a while you do 


optimising software that makes the best job possible of any digital input, get used to the constant drone coming from the projector, but at times 





be that computer or DVD, but obviously struggles with lesser formats like its loud enough to drown out a film's more romantic moments. 


FujiFilm Instax Mini 


Ш“е5 Mi Contact 0171 585 5900 


Just when you thought the civilised world had forgotten about the humble 
Polaroid — leaving it a photographic method popular only in the lives of 


those who can't send their, shall we say, sensitive photos to Boots - Fujifilm 


has created its own version of the instant marvel. It's always good to see a 
company with its finger on cutting-edge technology 

In seriousness, though, the cannily titled Instax Mini 15 a damn sight better 
to look at than Polaroid’s bulky old models. With the stylish silver lines of a 
digital camera, and just about passing for pocket-size — so long as your strides 


feature pockets the size of roomy surtcases, that is — the camera also boasts 





a retractable 60mm lens. However, no matter how good the Mini looks, й 
doesnt distract irom the fact that the photos it produces, presented їп а 
handy wallet-sized format, are of a quality bordering on abysmal. Well, 


what would you expect Tram an instant? 
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Japanese Otaku show other side of their character 
Japan: While there are plenty of eamest arguments over the rove of characters verses the place Mot version of Konami s Geatmana keychain, and a Xevous roll-up calculator. Namco parodied 
of technology in gaming, Japanese fans steer well clear of such intellectualism. As proved by the the Japanese word for noodies, “Ramen, selling its cheery Рас-теп vanety. It also installed a 
second Character Show, recently held in Tokyo, there's nothing these cosplay (literally ‘costurne dispenser of Tekken vitamin drinks, swigs of which left Edge tasters gasping for beer to deanse 
players’) love doing more than dressing up as their favourite character from Sakura Taisen or their palates. The most original tie-in, however, was Capcom's Bio-Hazard bike helmet. 
Dina Crisis and spending the day browsing expensive game-related paraphemalia. More peculiar were the human-size dolls from Paper Moon. Based around anime series 

Unsurprisingly, with around 35,000 people attending over two days, game companies take idols, the starting price was around 2,000, depending on whether it was dothed with 

the whole event very seriously, with 53 of them manning merchandising stalls. Sega was, of a bathing suit or school uniform. The official Cospa stall had some interesting items, too. For 

pure, well represented, with part of its booth dedicated to the Shenmue demo shown at ЕЗ £200 you could buy a Vampire Saviour's Momgan or a SFZero 25 Sakura costume. And for 
Branded goodies such as Sonic and Dreamcast keyrings, as well as Shenmue mousemats, those with just a camera, there were plenty of cosplay tans who were more than willing to 
folders and mobile-phone straps kept fans happy. Elsewhere, other gems included a "Summer simply have their photos taken. That's what dressing up is really all about, after all 





As befits the triple-A status Sega expects it 
to receive, all Shenmue items (top left) are 
of the highest quality. The same couldn't 

be said for the Tekken vitamin drink, though 
(top right). Thankfully, Namco's Pac-Men 
noodles were more palatable (above right) 


Vm, der 


r 1 
aaf 


eae) 


=== 
[ " is 


- ES Li 


If Capcom's Bio-Hazard helmet (top 
left) is the masterpiece of branded 
games marketing, then what's Namco's 
roll-up Xevious calculator? To the more 
esoteric — and wealthy — collector, 
Planet Moon's full-size, bikini-clad idol 
dolls (top right) were a big attraction 
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The mouse that bites back 


ew РААД UK: If the joystick fratemity can enjoy the benefits of force feedback, why not 























TANT жүнү 18 
ME e common-or-garden Quake players? Well, soon they will be able to р “TE Арт 
ET Valdoucall! 


thanks to Logitech's new mouse. Hiding behind the unwieldy i 11! ін ШИТТІ ІІІ) 


nomenclature Wingman Force Feedback Mouse, Logitech 
hopes the device will also be useful for general-purpose 
computing tasks, not just gaming. Files could be 
assigned different feedback resistances 
E = depending on their size when 
| being dragged across a desktop, 
for example. Thrilling stuff. 
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Logitech's Wingman Force Feedback Mouse 
will be on sale from October, priced £100 


Judging a game by its cover 


UK: Whether a game 15 taken more 
seriously by reviewers because of the 
money spent on its marketing is 
something of a moot point, but 
innovative approaches never fail to i 
make a difference. And the packaging 
of Delphine's Darkstone (see p93) is 
certainly impressive. A very swish 
medieval-style tome opens up to reveal 
game discs, scrolled poster artwork and 
a video including the game's theme 
tune. And with the exception of the 
song (think eamest Europop with lyrics 
about killing dragons), it's а welcome 
addition to the Edge office, dominated 


as it is by functional piles of gold CDs. 
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Half-Life collects extra lives 


US: Considenng НОН е 5 use of the Quake il engine, it was never going to take long for the most interesting mods 15 5aence & industry which heightens the role of saentist NPCs 
rampant Quake community to get ther hands on the guts of Valves masterpiece and start Working in labs, ther role is to research new v 


weapons technologies — you can even kdn 
produang mods. And, to its credit, the developer has been: supportive of the hackers’ efforts, your opponents soentist to speed up tne process. The Austrasan-deveioped Kanonball i 
sven releasing a special SDK to allow them to enhance the game's code. But wath 163 mods another lateral take on the game, being an ‘extreme sport version. LSS Darkstor and Chemical 
urent in development, even it must be surprised about the popularity of the pastime Existence are more traditional singleplayer kill-the-alien affairs, whereas Acton Half-Life 

Seven of the best were recently unveiled at the Half-Life Mod Expo, held in an Intemet café 5 ultra realrsbc 


- has no health powerups and limited ammo, and you have to r 
in San Francisco, with Valve's 


апай 


reload. For more details of Half-Life mods, check out www.planethalflife.com/modcentral 


Gabe Newell on hand to check aut the competition. One of the 





(Clockwise from top left) Best of the Half-Life mods: Science & Industry, Action Half-Life, Chemical Existence, USS Darkstar and Kanonball 


Hardcore wade in to destroy Fortress Edge 





And in the blue corner, the ‘crack’ Edge 
team attempts to avoid a massacre by 
wiping itself out before the game starts 





| iik: ( wp 
| | 
ИК: Although the trades descnption act could have bee 


1 could have been invoked by 


Dy people who actually play games eight hours a day. And so the fina | | | 1 
p" 


the phrase Таке on the crack Edge team at Тест Fortress, the result was an ignominious whitewash at the hands of the AK47 clan, 
highlight of Wireplay's Fortress Edge challenge was still an enjoyable, And excuses such as The Well isn't а familiar map’ and ‘Our frag 
if sobering expenence. It also underlined the tact that working 24 hours counts weren't too bac! aside, it's fair to say АК47 5 concussion 


а day on a magazine isn't sufficient training when fighting against grenade-urmping tactics were eye-opening as well as scanly impres 
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Tommy boy 
US: Although not up to the high 
standards that Edge expects from 
its Game Boy Color competition, 
Nintendo and Tommy Hilfiger have 
released a limited-ecition model to 
be sold in 1,100 Hilfiger stores. 
Last-minute entres for the 
Edge competition (see E74) to 
design your own personalised 
Game Boy Color, the winner of 
which will be entered in 
Nintendo s national event, wall now 
be accepted until September 12. 
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UK: With all eyes focused on the colour and shape of the next- director of the Interaction Design Centre. Over two dozen joypad 
generation PlayStation, it Seems an appropriate time to look back at the mockups were investigated. And, after ће name 'PlayStation 
first attempt af Sony's legendary Design Centre. As revealed in the had been bought from Yamaha for an undisclosed sum, graphic 


forthcoming book Digital Dreams (Lawrence King, £25), the aesthetics artist Manabu Sakamoto created more than 50 different vanations of 
of the PlayStation were meticulously designed by Теуи Goto, chief art the P and S before Sony's top brass agreed on the 3D ‘shadow’ design. 


546 





Prototypes of the PlayStation logo, joypad and console reveal the evolutionary process that took place at the Interaction Design Centre 





Kings do battle in Dallas 


Final Fantasy Sandman 


US: With Age of Empres if: The Age of Kings dose to completion, Storm badboy Jon Romero against a team comprising of tellow AcE US: The tenth anniversary edion 
Ensemble Studios took the opportunity to throw a party to ceebrate designer Sandy Petersen and Gas Powered Garnes Chns Taylor. of cuit DC comic Sandman will 
the fact, as well as its recent move into new swanky Dallas omges After tne smoke of bathe cleared, Sandy Petersen and Chris Taylor, feature the artwork of Final Fantasy 
With the free booze and food hoovered up, the highlight of the his Total Annihilation skills obviously still intact, were declared the artist Yoshitaka Amano. Sandman 
evening turned out to be the world's first two-way Battie of the Kings winners. Romero, by contrast, performed pitifully, but then again, neither The Dream Hunters is set in 
deathmatch which pitched AoE's senior designer Bruce Shelley and lon realtime or strategy have ever been his strong points. Just ask Eidos anaent Japan, iong before the 


death of main character Morpheus. 


It will be released as a hardback 
on October 30, pnced $30. 





Main photograph, from left to right: after the heat of battle, Sandy Petersen, Chris Taylor, Jon Romero and Bruce Shelley compare prizes 


Lammy's underworld performance proves too hot for US 


US: Despite claims that videogames are warping the youth of America, scenes where Lammy dies after Slipping on a banana. In the original, 
Um Jammer Lammy is the last title you'd expect to fall faul of the she wakes up in hell, and has to play guitar to regain her life. The US 
censors. But in order to get a ‘Teen’ rating, Sony has had to cut the version relocates the action to а remote island instead. Smashing. 





From banana skin-induced death to the fake 'game over' sequence, American fans of Lammy and her axe-weilding adventures will have to 


shell out for the Japanese version if they want to witness these scenes, which have been cut to protect the young minds of middle America 
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Sega talks to the animals 


Japan: Probably the strangest Ше to be released for Dreamcast to cate, 
Seaman is already something of a success story in Japan: over 120,000 
copies of the Alife sim were shifted within its first three weeks. 

Taking elements of Tamogotchi and Furby culture, the goal of the 
simulation is to nurture a seaman from the egg stage until it is a fully 
functional virtual pet. Game controls indude maintaining the oxygen levels 
of the fish tank, as well as the amount of heat and light. You can abo 
manipulate the seamen, tickling or slapping them, depending on your 
mood. Each Seaman is designed to have its own personality, too. And 
although they have a predefined vocabulary, they can ‘leam’ words, 


US: With MP3 the flavour of the 
year, some bright sparks have 
come up with the idea of hacking 
togetner a PlayStation player 
Interested parties will be pleased 
to note that the MP3 format allows 
up to 12 hours of music to be 













н 
4 


compressed on to each disc, and 
the device 15 expected to be 
compatible with cheat codes, too. 





It all makes Sony's decision 50 you can give your pet a name. Communication is amed out via the 
to ship 45 next-generabon console microphone that plugs into one of the VMS slots in the joypad. Designed by 
without an IO/Parallel port appear Seaman developer Yoot Sato, Sega has announced that it will be an official 


Dreamcast unit, compatible with other voice-mput games in the future, 


eminently sensible. 





Console desires 

US: Surprising емделсе from a 
recent survey suggests that Sega 
may not gan many ехта ае 
from Dreamcast's email and 
Web-browsing capabilities 
Gamers were more interested 

in the potential for online gaming, 
but even that was beaten by | 
Let's hope lomega rolls out its 

Zip drive before too long. US: Dreamcast's American 

rz - marketing campaign shifted up a 
gear with the unveiling of its 
full-scale TV advert. Codenamed 
Apocalypse, the complete 90- 
second version will air during the 
MTV Video Music Awards on its 
launch day, 5/9/89. Prior to this, 
a minute-ong version, including 
four seconds of ingame action, 
will rotate on nine cable channels. 


1171 CP |р, 74 The live-action-driven ad 





features a blackbelt female ninja 
out to steal a Dreamcast. The 


i console, thanks to its network 
| capabilites, goes online to stop 


” b her attempt More than 40 


different game characters, 
including Sonic, are also shown 
4 1143 EDGE 
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ARAB STRAP 

Elephant Shoe 

(Go!Beat) 

They may have made a reputation 
as dour Scotsmen who enjoy cheap 
booze and bad sex, but Arab Strap 
are slowly slouching their way 
towards happiness, On their third 
album, rays of sunlight make ther 
way mto ther rreserable Fallork bes. 
Of course, Moffat still sounds like 
he's dealing with the worst hangover 
of his life, but at least the beats are 
more energetic. There's even a hint 
of love in his voice when he sings, 
‘Shouldn't we be naked? Arab Strap 
may not be smiling, but at least 
they're keeping their end up. 





DJ VADIM 

Life From The Other Side 
(Ninja Tune) 

If hip hop is about marshalling your 
resources and produang an album 
full of great vocal cuts, then Vadim is 
at the height of his profession. Hs 
style mues music concrete, saces oF 
fim and instruchonal dialogue wath 
vocal collages from à variety of 
performers. And while Company 
Flow and Scratch Perverts do their 
thing, the hottest track is Sarah 
Jones giving the lowdown on “Your 
Revolution’ The 25 tracks dock in 

at 73-and-a-half minutes, 100, so 
you get your money's worth 





HIGH LLAMAS 

Snowbug 

(V2) 

Сем come as à shock to longterm 
fans, but the sessions for the High 
Llamas fifth album were split 
between the Jesus and Mary Chain 
and Steve Albus studio. it may 
account for the subtle shift in their 
obvious. In ther place а gentle 
self-confidence that's revealed in the 
дей way ‘Snowbug’ avoids cheesy 
clichés. And while its lounge charms 
won t appeal to everyone, Its a 
surpnsingly addictive experience. 
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THE NUDIST ON THE LATE SHIFT 

With a reputation as Wired mag's hottest writer and a face 
that could have him modelling for Gap, it's no wonder Po 
Bronson is the rising star of Silicon Valley reportage. But 

after his previous two novels, The Nudist on the Late Shift 
investigates the reality of the collision between bleeding- 
edge technology and venture capital. And, as ever, the 

truth is much stranger than its fictianal twin. 

It's the goldrush mentality гелейесі Anyone with an 
Intemet-savvy idea or some C++ expenence is there. 
trying to join a startup that will make them millionaires. 
Спит is the name of the game. People continually 
move from job to job. There are even headhunters to 
headhunt for headhunting firms. 

But in the midst of all this action, Bronson's skill is 
in finding the human side of the business. One of the 
strongest images is an old picture showing Yahoo! 
cofounder David Filo sleeping under his desk, after а 
heavy stint of coding. He was worth $500million. 
Bronson goes back to check out the state of Flo's 
sleeping habits now he's a sub-35-year-old billionaire. 

He no longer sleeps under the desk, but only because 
there's so much trash that he can't get under there. 
Other figures are more anonymous: the kids trying to 
code an online game without full-ome staff the паме 
dreamer who has flown in from France because he 
couldn't forgive himself if he missed the opportunity 
And through them all Bronson creates a vivid snapshot 
of the fastest-moving industry on earth. Don't miss it. 


Author Po Bronson 
Publisher: Secker & Warburg 
ISBN: 0 436 204770 


TURN OF THE CENTURY 

If the millennium is to blame for anything, it's the growth 
in enormous books that sieve the dirt of popular culture in 
the hope of finding our elusive zeitgeist. Kurt Andersen's 
600-odd-page treatise fits this bill perfectly, A weighty 
tome in every sense, it attempts to integrate the intncaces 
of trading futures wath the collision of hard news and 
infotainment, and the antics of teenage hackers. 1 know 
my stuff, Kurt Andersen is telling us. There's also an 
overwhelming sense that he is trying to say something 

big about the modem condition. 

Turn of the Century is a hi-tech love story between TV 
producer George Macher and his wife, Lizzie Zimbalist, a 
software exec. It's the usual deal: tno many late nights 
working, things slowly drifting unal everything falls apart 
But too often the downward flaw of the relationship is 
stifled by techy details. And while there are some neat 
comments on the sharpness of current business practice, 
with Microsoft taking its usual beating, it all ends a little 
clinically. іп 1999, it appears that affairs of the heart are 
less important than the click of a mouse. 


ISBN: 0 7472 7469 


INTERNET 

Site: Virgin Net 

Latest of the big brand names to venture a toe into 
the chilly waters of the Internet, Virgin Net's portal is 
the usual collection af entertainment and leisure news. 


You can find out where and when movies are playing 
and what gigs are happening, as well as keeping up Р 2 
to date with sporting activibes. Gamers will be more | ih 
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latest version of Shockwave, the retro pleasure of 
EDGE 115 





Space Invaders, Asteroids, Pac-man and Frogger are 
just а chek away. And don't doubt haw much Virgin 
wants your custom. In fact it's so keen that it has 

set up à special competition to win a classic arcade 
machine. See the promo on p37 for more details. 
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hat is Nintendo up to? It 
wW always seems to be running 
in a hundred directions at once. 

In issue 74 Edge revealed that 
Nintendo would be releasing 
100,000 64DDs. Why? This console 
has been killed off, reinvented and 
killed off again more times than 
anyone cares to remember. Why 
spend years developing a platform, 
building a specific online gaming 
server, and then creating a whole 
range of peripherals for a mere 
hundred thousand units? 

Which brings me on to my next 
point - peripherals. Nintendo is 


infamous for its 'unique' peripherals. 


See how many you can remember: 
the N64 videocamera cart, the N64 
Game Boy converter, the voice 
microphone and a whole lot more. 

Now the big N has announced 
the Game Boy mobile phone 
adapter. Mobile bloody phone 
adapter? What will the adapter 
consist of? | would say it would 
need a new battery, a cartridge 
address book and the rest of the 
phone technology — as well as a 
new speaker and microphone. So 
why would anyone want to have à 
mobile phone that doubles as a 
Game Boy or vice versa? First of all, 
the Game Boy is about twice the 
size of a normal mobile alone. Why 
would you want to strap a Game 
Boy to your face? Come to think of 
it, why would you want to play GB 
games on your N64, аг plug a 
camcorder into the black box? I'm 
sure that Nintendo could argue its 
way out of this peripheral hell = | 
could, after all, have my own face 
on a videogame character! — but do 
people really need or want all this? 
Will gamers bury all this extra kit? 
No. Will it be supported by a wealth 
of software? Probably not. Can 


anyone be bothered to wait for 
Nintendo to fully announce Project 
Dolphin? | know I will not be 
waiting with baited breath for 
Nintendo to exaggerate its 
specifications and tell us of the 
wonder that lies ahead. Give me a 


the charts. І believe that these 
casual gamers will eventually 
become more discerning in their 
tastes. | see this happening with 
some of my friends, people who will 
play Crash Bandicoot for half an 
hour a week, but then clamour for a 


‘| know | will not be waiting with baited breath for 
Nintendo to exaggerate its specifications and tell us of 
the wonder that lies ahead. Give mea Nice Dreamcast 
ora next-generation PlayStation any day 


nice Dreamcast or a NGPS any day. 
Has Nintendo forgotten its 
roots? Has it lost its way? Discuss. 
Martin Rowse, 
via email 


ІП n response to Trung Оп 5 
attack on casual gamers in 


E75, | too despair at the rubbish 
that these people will buy for their 
machines, but you have to realise 
that it is the casual gamer who has 
revitalised the industry. 1 wouldn't 
simply point the finger at 
PlayStation owners either, as 
enough people bought Superman 
on the N64 to justify it a position in 


two-hour game of Mario Party ог 
GoldenEye whenever they have the 
opportunity. You have to remember 
that most casual gamers do not 
look at what is available on 





machines other than their own, and 
are mainly influenced by advertising 
and shop displays. | just hope that 
this changes in the future, as these 
gamers begin to expect more from 
their machine.-| think that the high- 
profile launch of the Dreamcast may 
well help this, as PlayStation owners 
see demos of games with far better 
graphics than their grey box can 
produce (after all, they bought à 


PlayStation in the first place 
because it offered the best 
graphics available). 
| also don't just blame gamers 
for the blinkered 'PlayStation rules' 
view. The interview with 
Codemasters in E75 said how the 
team were really excited about 
PlayStation 2, but not about 
Dreamcast. They then stated how 
'excited' they were about the idea 
of consoles with modems and 
Internet play. Seems that Sony 
doesn't really need to employ a 
marketing department when 
developers are trying to shape 
the public's perceptions... 
Matt Duffy, 
via email 


'* here is nothing like a bit of 
good old-fashioned irony to 
make you giggle. | am of course 
referring to Trung On and his rant 
about 'non-hardcore gamers' 
playing games and making it a 
mainstream hobby/activity/waste of 
time, etc. If he'd had his way then 
shops which sell nothing but games 
would not be as prevalent on the 
high street and he wouldn't be in 
his current job. Maybe we should go 
back to the old days when a few 
idiots bought Neo-Geos at outrages 
prices and software was rare and 
extremely overpriced — as opposed 
to being just overpriced 

Raymond Russell, 
via email 


"m was amazed by the comments 
of Trung On about casual 

gamers. | also felt that Edge's 
response was equally fascinating in 
that it came close to condoning his 
puerile comments. It appears that 
this guru of all that is gaming 
acquired his infinite wisdom 


working for Electronics Boutique. 
Was this in the PR department, 
we cry? | think not. 

Perhaps Edge could approach 
EB for a response to its employee's 
outburst. Particularly as EB's 
customer base is probably BO per 
cent casual gamers. Mr Trung (or is 
it Mr On?) clearly believes the 
gaming world was his little secret 
and, now all the other children 
have come to play, it's all spoilt. 
Mr Trung, you are sadly mistaken - 
the success of PlayStation has 
ensured the future of console 
gaming for everyone and has 
spurred the industry on to bigger 
and better things. Аѕ Edge rightly 
stated, the more games that sell, 
the more money there is to 
produce the big titles. 

Mr Trung, | am a PlayStation 
owner and would welcome the 
opportunity to explain the virtues of 
this excellent (if slightly dated) 
console to you with the help of my 
friend, Mr Baseball Bat. 

Nick P, 


rung On's letter about the 

T casual gamer raises а 
previously neglected question about 
how the rise of gaming as popular 
entertainment might ‘dilute’ games. 
It's an interesting issue, but Mr On's 
views aren't exactly helpful — in fact 
they're downright patronising. 

Not everyone has hour after hour 
of gaming time a week. With the 
dawn of the mass market, there will 
inevitably gamers who only switch 
on their machines once or twice a 
week, to have a crack at a level of 
Tomb Raider, or play a few rounds 
of Bust-A-Move. Does that make 
them sheep, for not devoting hours 
on end to more 'hardcore' titles? 


Does it hell. Gaming is 
entertainment, and in any 
entertainment industry there's а 
place for distracting, quality, 
populist material. To say that people 
shouldn't buy a game because it's 
undemanding, or similar to the 
game they enjoyed last year, is like 
claiming that people shouldn't see 
comedies at the cinema, or listen 
to pop music. 

Not all of us have the luxury of 
spending the best part of a day 
breaking into a difficult new game. 
Some of us just want to be taken 
away from the pressures of work, 
family, mortgages, etc, for a couple 
of hours. And, providing there are 
still plenty of games for the 
hardcore market out there, | can't 
see anything wrong with that. | 

via email 


everal years back, gamers 

were regarded as anorak- 
wearing geeks who couldn't talk to 
girls. Things have changed. Gaming 
is now seen as a normal, healthy 
pursuit, and, arguably, ‘cool’. This 
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to experience the thrills | had with 
my Atari XL/ST/MD/SNES when | 
was younger and still have now. 

‘People who play real soccer 
games are the people who play ISS? 
Oh dear. You might as well say, 
'People who play real soccer games 
are the people who play soccer! 
But that would be sarcastic and 
perhaps missing the point. Let 
people play what they like! 

Гат only 17, but have been a 
gamer (hardcore or otherwise) 
since 1 was even smaller. | have not 
only heard of the Neo-Geo, but 
have played it, along with the Lynx 
and PSX amongst others. |, however, 
don't mind people using a PSX as 
their first console. In fact, my sister 
played TR2 and is now very 
interested in consoles, even 
considering buying a DC — a 
triumph as far as | can see. It says 
something that Sony can cater for 
the hardcore gamer (MGS, GT, 
Tekken 3) and the casual gamer 
(MGS, GT, Tekken 3) simultaneously. 

Long live gaming for everyone! 

William Turner, 
via email 


'Codemasters said how the team were really excited 
about PlayStation 2 but not about Dreamcast. 
They then stated how 'excited' they were about the idea 
of consoles with modems and internet play 


state of affairs is largely down to 
Sony, and the all-pervasiveness of 
its console. 

With the acceptance of gaming, 
however, came a price — the casual 
gamer! These evil people, possibly 
popular at school, now play games 
and, worse still, enjoy them. Why? 
Because they are meant to be fun, 
first and foremost, and it pleases 
me greatly that so many people get 


P.S. | һауе an anorak and a girlfriend. 
And | also think СТА is good. 

Last month's letter from Trung On 
prompted more response than any 
other in the last year. And all of it 
negative- You bunch of casuals, you. 


feel | must contribute 
П something towards your 
Testscreen editorial of E74, in 
which you lamented upon the 
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nature of narrative in 
contemporary videogames. 

To begin, though, 1 must raise 
a minor quibble. While | agree 
with your assertion that Half-Life 
benefited from the inclusion of a 
‘plot’, your argument that this 
constituted a ‘narrative’ is, | believe, 
somewhat hopeful. Certainly, in 
comparison to its peers Half-Life 
boasts an excellent structure, 
featuring a point of focalisation 
(Gordon Freeman), an exposition 
(in which the player is, for once, 
directly implicated) and a 
denouement. But the game 
possesses few of the components 
necessary for a narrative to take 
shape, the most telling omission 
in this respect being the lack of 
turning points. As a result, Half-Life 
is as linear and as predictable an 
experience story-wise as Wolfenstein. 

This shallowness of storyline is a 
problem inherent to the current 
methods of game design. At the 
moment narrative content is à 
secondary consideration next to the 
technical development of the 
product which is perhaps inevitable 
given the limited time which softcos 
have to get things done. And yet, to 
my mind, this is putting the cart 
before the horse. Games have the 
potential to offer a progression in 
storytelling that literature, theatre 
or film simply cannot offer — a truly 
interactive narrative. But before 
this ‘Holy Grail’ of gaming can come 
about, the scripting process has to 
become the very foundation of the 
product, with the technology 
serving the storyline. This is 
something that Shigeru Miyamoto 
realised when he began 
contemplating his fairytale-like 
Zelda: Ocarina of Time - and the 
superiority of the game is manifest. 


Ultimately, the lack of credible 
writing talent within even the most 
respected softcos is indicative of the 
embryonic status of videogames as 
an artform. The medium certainly 
has a long way to go before it can 
expound stories superior to those 
offered by the established arts. | find 
it difficult to imagine an emotive 
storyline being found in a game 
where the sole form of expression is 
to drive, shoot, or run. But hopefully 
the next wave of consoles will offer 
the beginnings of an age where 
artistic expression is no longer 
subjugated to technical 
considerations. 1 will not, 
however, be holding my breath. 

Chris Ward 
via email 


7*4 ames already invoke 

G emotions very well — and 
they always have done. From the 
Space Invaders’ relentless 
movement towards the bottom of 
the screen to running out of ammo 
in rooms full of demons in Doom, 
emotions are felt by the player. 
The emotions gamers feel do not 
depend on the emotions portrayed 
by the character in the game - after 
all, we can often feel intense 
emotions while playing something 
like Tetris. New technology like the 
PlayStation 2 can't extend these 
emotions unless the new 
technology facilitates new types of 
games. Don't get me wrong - і 
enjoy atmospheric camera angles 
and cinematic scenes as much as 
anyone, but | recognise that they are 
just an addition to the game. 
Ultimately, the game itself should be 
what is most important for both 
designers and players. 

Tom Fisher, 

via email 


I t seems Sega Europe is having 
JE a right old laugh at our 


expense once again. The £199.99 
price tag for the Dreamcast seems 
like a fair price, but it is also saying, 
"You can now access the Internet for 
under £200' Fair enough, but I’m 
already netted up and have no wish 
to pay for a modem I'll never use. | 
suggest people do what 1 have just 
done - purchase a shiny new 
Dreamcast (Hong Kong version) for 
a paltry £150 — sans modem, of 
course. Who says import gaming 
always comes at a premium? 

Mark Brooks, 

via email 


1 am your average pissed-off 
PC owner, and the 'Beauty of 


pirate plays games he did not pay 
for. But | pay for games | don't play. 
There are so many games | must 
have, just in case | actually find the 
time to play them, but the fact is I 
don't get around to half of them. 
Take Final Fantasy, for example: 
I've got both the PAL and the NTSC 
version (my PSX isn't chipped, it's a 
Net Yaroze), but | didn't play FFVII 
for more than 15 minutes in total. 
І reckon І buy about twice the 
amount of games that | find time to 
play. So it seems that I'm making up 
a little for all the pirates. (That said, | 
am totally against piracy!) 
Dennis, 
via email 
Send us your spares, then, Dennis. 
We'll give them a good home. 


A pirate plays games he did not pay for But! Pay for games 
I don't play. There are so many games | must have, just 
n case | actually find the time to play them, 
but the fact is | don't get around to half of them' 


beige' Testscreen intro in E75 was 
absolutely spot on. | am upgrading 
my PC so that it runs the best, new 
games, for just £200 — I'm getting a 
DC. With conversions of the PC's 
best games, Sega's best coin-ops 
and (hopefully) great original games, 
you can't go wrong for £1,400 less 
than a top-spec PC. And anyway, the 
PS2 and N128 won't be out till 
2001. Sega should be demanding 
(not urging) that developers give us 
full-screen, full-speed games. The 
enjoyment of games as they were 
intended to be played shouldn't be 
restricted to the Japanese. 

Rob Franklin, 

via email 


y= very month there seem to be 
ІЗ new debates around piracy. А 


orry to be pedantic, but | am. 

On page 50 of E74 the article 
states that in the movie Тһе Rock 
(1996) Sean Connery's character 
(John Patrick Mason) uses a Ferrari 
F355 as a getaway vehicle. He 
doesn't, he uses a Humvee. It is 
Nicolas Cage's character (Dr Stanley 
Goodspeed) that commandeers the 
F355 from a hotel guest and later 
fucks it up royally. 

Sorry, and no, | didn't get a semi 
about being right. By the way, love 
the mag, l've never missed an issue. 

Philip Buckley-Mellor, 


via email 


write in utter dismay with 
АЙ regard to the startling 
inaccuracy in the feature (E73) on 


id Software. | refer, of course, to 


the allusion that the front-end of 
‘Dallas, the TV show, bore footage 
of the oil-rich city's skyscraper 
buildings, when, in fact, with the 
exception of the Southfork Ranch 
exterior shots, filming was 
undertaken entirely in Los Angeles. 
Except for that time when Elvis's 
wife went to Paris with Bobby. 

Paul Roundell, 

via email 

Sorry, Paul. We bow to your soap 
knowledge. Won't happen again. 


TT hile reading through some 
Му past issues of Edge, an 
interview with Nolan Bushnell 
in E20 caught my eye. When 
asked what still needed to be 
accomplished in videogames, he 





replied: "No one has really figured 
out what the 'she's' really want... It 
tums out that I've actually figured it 
out," but he would not elaborate 


further = it was all to be made clear 
that autumn. This was back in 1995. 
Can you shed any light as to what 
this great idea of Bushnell's was? 
It's got me completely stumped. 
Tim Miller, 
via email 
It's was a knitting sim. Obviously. 
The poor fellow simply couldn't 
drum up publisher support, though. 
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